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apocaLypse 

You know a game with a name like Apocalypse and 
starring the real Bruce Willis is going to be a fast, 
furious and action-packed blast, and that’s exactly 
what it is. But do not fear, as this point-to-point 
strategy and tactics guide covers the entire game, so 
there are no excuses for not facing the evil that awaits. 

LeveL i: prison 

Start the level by falling into the corridor where you’re 
immediately attacked by two guards. Destroy them 
using quick machine gun fire and then proceed forwards 
into the next section of the corridor to be attacked by 
more guards. At the end of the corridor is a locked door 
which can be opened by using the red flashing panel on 
the left; simply use the Shoot button and you kick the 
panel. On gaining access to the next section, shoot the 
pyramid-type boxes as these explode and remove any 
guards close by. Continue following the corridor and as 
it curves to the left and get ready for some more guard 
battles. Use the red control panel to open the next door 
and continue onwards while collecting the Health Pack 
on the left and the Particle Beam power-up ahead. Now 
exit through the last door using the control panel, to 
arrive on an open area walkway. Ahead you see a video 
screen showing images of guess who, and the fact that 
you could well be in for a tough ride ahead. 

Follow the walkway around and past the swinging lamp 
section while removing any guards you may encounter 
along the way. Make a note of how your weapon fire 
direction changes once the camera view alters; you find 
this happens a lot during the game, so start getting use 
to it. Once back in normal camera view, the opposite 





section shows guards hiding behind a glass barrier. If 
you have a good weapon you can shoot and break the 
glass and thus kill the guards. Continue along the 
walkway and jump the gap then continue onto the 
checkpoint before turning right and collecting the full 
Health Pack. Proceed forwards and check out for the 
guards on the single cylindrical platforms surrounding 
the walkway. You can shoot these guards from the 
walkway or jump over to the platforms, then continue 
along the walkway and collect the Smart Bomb power- 
up before turning the corner and entering the new area. 
Inside the new area are many searchlights scanning the 
room; you have to avoid making contact with the 
beams, or you’re instantly fired upon. There are two 
sections of the searchlights you need to venture 
through, so proceed with caution. 

Continue to walk onto the small walkway where there 
are more guards hiding behind a glass barrier opposite. 
Now look to see the gap in the railing on the walkway 
then jump down to the walkway below where there’s 
another checkpoint. Jump over the steps ahead then 
proceed down the corridor to the open doorway ahead. 
Pull the lever and pick up the Flame Thrower power-up 
then get ready to light the gas and burn the guards who 
soon e approach. Now travel to the other side of the 
room to exit and run through another checkpoint where 
you find yourself in a corridor similar to the beginning, 
but this time the guards appear out of the side walls. 
Shoot them all then go through three sections of 
corridors to eventually arrive at a new walkway, 
complete with Checkpoint and oncoming guards. Jump 
over to the cylindrical platform opposite and remove the 
guard then pick up the Homing Missile power-up. Now 
get back onto the walkway and continue along and 
collect the Health Packs if required and then forwards to 
follow the walkway and clear the gaps ahead. 



Eventually you come to an area where smaller 
swarming guards attack and allow you to collect the 
Rip Laser power-up. Proceed forwards, shooting the 
boxes to find the one that reveals an Extra Life then 
continue through three more corridors of swarming 
guards. Pick up some more Homing Missiles as you 
enter the new walkway then jump up to the cylindrical 
platforms ahead. Once on the top platform a 
Checkpoint is indicated. Head down the next set of 
platforms until you find the new entrance that calls you 
to fight the level boss. Here you find a huge tank, 
complete with laser bombs and flame-throwing ability 
ready to send you packing. Remember to keep firing 
while avoiding its defensive manoeuvres and to use the 
pillars to hide behind as needed. You must also watch 
out for the odd guard that pops up now and then. Once 
the tank has been destroyed, the level’s complete. 

LeveL 2: seweRS 


Once in the green sludge you’re attacked by a couple of 
thugs who you need to destroy quickly. Once this has 
been done, go with the current and jump off to the right 
to collect the power-up then drop into the next section 
of green water. Remove another couple of thugs and 
follow the tunnel forwards, then jump off to the left to 
land on the grey rock. Collect the smart bombs from the 
left corner then jump out and head around the corner 
to find a health pack. Jump back to where you landed 
initially and look to the rock face opposite to find some 
ledges that lead upwards. Jump up to these to arrive at 
the top then collect weapons power-ups and Extra Life 
before descend back down to the bottom and looking 
for the green tunnel. 

Proceed into the green tunnel to arrive in some more 





green sludge then back away from the yellow toxic 
barrels and blast them from the distance to destroy the 
thugs and the metal grate. Enter the next tunnel area 
and fight more thugs then repeat the grate blasting 
process. You notice there are no yellow barrels this 
time, so you have to make sure the wooden beams 
holding up the grates are destroyed first. Once through 
the last grate section, you go through rapids and arrive 
in calmer green waters where you have to shoot the 
wall of mines before being able to continue. Once you 
have dropped down into the next section, you meet an 
onslaught of enemy fire, so make sure that you’re 
armed ready to fight. Now proceed through the circular 
door to find the large Health Pack then continue 
onwards and jump the flames and head into the next 
tunnel of rapid flowing water. Push away from the 
current and you find some more weapon power-ups, 
then go with the current and avoid all contact with fire. 
Once past the flames, you fall onto some sloped rocks 
and find a new checkpoint where you can go either left 
or right across the rock pillars. 

Once you arrive at the large pillar, collect the Homing 
Missile power-up then jump across into the waterfall 
to arrive on the platform containing the Extra Life. Now 
continue to where you see the pillars lead off to 
another section and follow them. Be careful as you 
need to avoid any falling rocks as well as the enemy on 
the canyon sides. As you get to the bottom of the 
pillars you start being bombarded by rocks, so watch 
where shadows fall to anticipate where the rocks land 
and quickly make your way over to the right. After 
heading to the right you land on the edge of a volcano 
and need to descend down through the volcano by 
jumping onto the platforms contained inside. Once you 
reach the last platform, use the checkpoint then head 
through the opening in front of you. Blast the yellow 



crystals ahead to reveal some rockets then proceed 
into the circular room and destroy the biggest rat 
you’ve ever seen. Shoot the purple rocks within the 
room to blast an opening in the rock-face and proceed 
into it. Collect the three health packs from within the 
alcoves then battle with more rats until reaching a new 
chamber. Watch out for the falling boulders above, 
then continue either left or right of the Apocalypse 
sign on the wall. 

Be armed ready for some more enemy attacks, while 
watching out for the falling rocks. Now head forwards 
and use the platforms to get yourself across the lava 
pool; if you can’t see any platforms to jump on, just 
blast the rocks ahead and they fall from the impact. 
Once across the lava you now have to jump on a line of 
rock platforms that crumble until you land on the one in 
front of the waterfall, which also is a checkpoint. Now 
jump across into the waterfall and follow the corridor 
that takes you through the strong current, where you 
end up in a whirlpool. Though this won’t cause you too 
many problems - you need to fight against it to access 
the next tunnel, where you appear in a section that 
carries you down into fire walls that you must avoid. 
Once past the fire sections you now find yourself in a 
large green water area where you must fight the next 
level boss, a large crocodile. This fiend is not to difficult 
to overcome, but watch out for the odd smaller 
opponent who can go unnoticed. Once the crocodile is 
turned into a pond ornament, the level is complete. 

LeveL city 

This time you start the level in a room where a 
helicopter sweeps down and tries blast you to pieces 
through the window. Once it has gone, look below to 
see the guards who are waiting for your arrival then use 




a few smart bombs to deal with them. Once you’ve 
found a safe spot, jump down and continue along the 
road for some more trouble. As you progress and turn 
the corner, the road cracks up and reveals sections of 
hot lava you need to jump over carefully. Keep following 
the road to met another guard welcoming party and 
deal with them by using some swift firepower, then 
once the area has been cleared, look for the glass 
windows on the buildings (some of these windows 
smash once fired at, to reveal power-ups). Continue 
forwards and look below to see another section of road 
to jump down to then destroy the next onslaught of 
guards accompanied by some small armoured vehicles, 
then keep blasting the window ahead until it smashes, 
revealing another opening to enter. 

Attack and destroy the next wave of enemies you 
encounter then make your way down to the next road 
below. Follow the road and fight more bad guys until 
you come to a fork in the road. Go either left or right, as 
they both end up in the same place. The overhead 
camera angle shows you the next enemy attack, so be 
ready and blast everything in your sight until reaching 
another window to fire at until it explodes. Once again, 
go through the new opening and through the 
checkpoint until reaching another lower section of road 
to fall down onto. Before getting to far you have your 
access blocked by two huge tanks that pin you in. 

Avoid their flame blasts and missiles and just keeping 
shooting at them until they explode. Now head past the 
tanks and continue down the road until two more tanks 
come at you head-on. These are harder to destroy, as 
you can’t get that close to them without dying. Once 
defeated, though, carry on to find more guard activity 
in a section of road below then jump down to join in the 
festivities (land on the roof to the left to pick up the 
power-up). As you go through the checkpoint, a 



helicopter flies by and drops off some guards for you to 
deal with; once they’re defeated, carry on and face 
some actual helicopter fire, jump up and shoot them 
with something heavy duty, or use the Homing Missiles 
to show them who’s boss. Carry on forwards and clear 
the gaps in the road then pick up the large Health Pack 
ahead and proceed onto the checkpoint. 

The next section of road takes you to a pathway where 
you have to jump onto some airborne taxi roofs, jump 
across the taxis until one takes off with you on it then 
as you ride along, blast everything you see ahead. 
Eventually the taxi stops and throws you off into a new 
road, where you need to jump up to the building ledges 
opposite. As you start venturing right, you encounter 
more guards on two levels of the buildings. Shoot what 
you see until reaching the end of the ledges. Drop 
down onto the road to battle against another large tank 
and then onto a green open area. As you proceed into 
this area, the greenery breaks up to reveal holes 
leading to more hot lava for you to avoid. Venture 
carefully along, while shooting the guards until 
reaching the corner. Walk slowly forward as the ground 
breaks up again, so you have to jump the gaps again to 
proceed. Now keep left to avoid the large hole that 
appears on the right and then continue down the centre 
section until eventually jumping right to safety. Now 
head down the next corridor, having picked up the 
health pack, and shoot anything that fires at you from 
the building opposite. Once this building has been 
vacated the level is complete. 

LeveL 4: peatH 

This is basically a short level where you just keep 
penetrating the defences of the Death boss. As you 
keep firing at him, he propels various weapons at you 




and also sends little green zombies to snap at your 
heels. Keep avoiding his barrage of fire until he is 
destroyed, and watch out not to get too close as the 
scythe he carries is longer than you think. The best 
tactics to use on him are to keep a good distance and 
then let him have a few seconds of continuos firepower 
from your strongest weapon before stepping back 
quickly while he summons some more little green 
zombies. There are also some objects on the side of the 
room for you to blow up that expose power-ups and 
Health Packs. 

As you get about halfway through the long and tedious 
battle with Death, he suddenly starts going berserk and 
causes parts of the building to cave in. The way to 
safety is to run onto the platforms that Death is 
standing on, but obviously not get to close to Death 
himself. However, instead of Death making the most of 
his easy reach to you, he wanders off into the next 
room, which is his biggest mistake. You can now follow 
him and collect the Rockets and other power-ups, then 
retreat to the furthest part of the room and launch 
some solid rocket fire. Make sure you avoid the purple 
waves of projectiles that Death aimlessly fires at you. 

LeveL 5: Rooftops 

Start this level on the roof of the building and fire at the 
opposition until it is safe to venture forwards. Once at 
the edge of the roof, jump over to the next and battle 
against more opposition. When you reach the end of 
the third rooftop take caution crossing the bridge as it 
blows two sections away, that you now have to jump 
across. Battle more guards and vehicles then head for 
the green strobe light at the end of the building and 
remove the gun turret before pulling the lever to 
summon the floating platform that takes you up 




another level. Once at the higher level, watch out for 
the helicopter attack and the new guards that fly 
around on jet-packs. Continue to cross over to the next 
rooftop and fight more battles then look for a white 
rope. Jump up and grab the rope then slide across to 
the next rooftop and continue across onto the following 
rooftop; you eventually arrive at some rocking sounds 
on a video screen. On the top of the video roof is a 
higher section that takes you to an extra life within the 
boxes. Drop down and head for the next rooftop then 
proceed through the walkway. 

Searchlights scan the next rooftop, so stay clear of 
these to avoid enemy fire. Now head for the section of 
walkways and go forwards until reaching the end where 
there’s a turning left. Follow this and avoid more 
helicopters and jet-pack guards, then jump the gap as 
you head left to land on the building. Search the 
rooftop then when cleared of enemies, look for another 
lever to pull then use the platform that appears to gain 
higher access. Carry on until the next walkway comes 
to a T-junction where you can go either left or right then 
jump up to building wall to access the rope slides to 
the opposite building. 

Here you’re under fire by a larger chopper that will not 
leave until destroyed, so try jumping and firing at it with 
some heavy artillery. The next rope slide takes you to 
another large video screen, with some more rocking 
tunes; notice how they get louder as you approach. 
Jump off the rope slide at the end and go right to access 
the next rooftop, where there are some more boxes to 
waste revealing another extra life. Continue on to clear 
more jumps and platforms until eventually arriving at 
the boss of the level, a large helicopter. Use the same 
tactics as for the other bosses (fire and run), until the 
helicopter is finally grounded to complete the level. 



LeveL 6: CRaveyaRD 

Starting at the beginning of the graveyard you’re 
immediately attacked by two green glowing zombies - 
destroy them before proceeding. As you make your way 
forwards, be prepared to meet some new characters 
known as grunts. These fast-paced enemies attempt to 
stop your progress by throwing either acid or fire bombs 
at you. They are fairly easy to remove, though, as long 
as you’re quick to the draw. Once the grunts have been 
defeated, continue forwards through the graveyard until 
reaching the metal fence at the end. Jump over the fence 
then head right to jump and climb up the ledges until 
reaching the upper section of the level. 

As you venture forwards, some more green zombies and 
grunts attack you. Once they are all destroyed, look at 
both the left and right tombs and shoot the corners to 
reveal exposed areas of the tombs containing power- 
ups. Once you have the power-ups, jump up to the left 
tomb to gain access over the platform opposite. As you 
go along this platform, there’s an alcove on the left 
blocked by some wooden planks; shoot these to access 
the power-ups and continue along the platform. Once 
near the end, jump up to the higher wooden platform 
and fight the next grunt en route. As you pass the green 
waterfall on the left, stop and jump over to the platform 
just visible on the other side of the water; here you 
collect an Extra Life. Once back on the wooden platform, 
continue forwards until being able to jump up to the 
third section of the platform. Once at the end of the 
wooden platform, you see some more rabid dogs and 
some power-ups below. If you want to get the power- 
ups safely, throw some smart bombs down to take care 
of the dogs then drop down. You now need to get back 
up to the platform and look over to the right to see 




some turning wooden single platforms. You need to be 
quick on these, as they don’t stay upright for very long, 
so make your way across each one until being able to 
reach the upper section. As soon as you reach the top 
and get to solid ground, you’re instantly pinned by more 
rabid dogs, so take these out as quickly as possible. 

Now take care when travelling through the next area as 
overhead bombers drop fire bombs and mines to block 
your pathway. Look for their shadows to avoid them 
while proceeding forwards to the stone railings that 
provide cover once jumped on. At the far end of the 
section is a tall statue-like structure, which has eroded 
down the bottom. Shoot the eroded area until the 
statue falls, creating a bridge for you to get to the other 
side. Once you have accessed the wall, look ahead to 
notice the section of green sludgy water containing a 
couple of whirlpools. Your task here is to get to the far- 
left corner without being sucked down by the 
whirlpools, so jump in away from danger but move 
quickly to avoid some conveniently placed crocodiles. 

Once you’ve jumped up to the stone platform, turn 
around and get your own back on the crocodile then 
face to the right and use the turning wooden platforms 
to gain access to the upper walkway (if you fall back 
into the water, you’ll be glad you took out those 
crocodile first), then follow the walkway around until it 
keeps rising higher. Once you have reached the highest 
walkway, a stone lift comes over to take you to the 
other side of the section. As you arrive on solid ground 
be armed ready to take on more rabid dogs and grunts, 
then use the platforms and ledges to collect the various 
power-ups within the area. Now jump and across the 
platforms eventually arriving in the far right corner to 
leave the area by jumping over to a wooden platform. 
As you walk along the wooden platform, you come to a 



cave entrance to enter. Walk forwards through the cave 
and blast away any bats and green zombies that 
pursue you. As you venture further into the cave you 
come across several sections of upright coffins to blast 
that then summon more enemies to deal with. 

Once at the end of the cave, jump up to the ledge on 
the left and check to see that there no bats are 
following you before heading forwards and getting 
ready to take on the three waves of bomb throwing 
grunts you have to deal with on your way to the 
haunted house. Once outside you notice the door to 
the house is blocked, so you have to coax the residents 
to come out and play. Look on the right of the stone 
pillar and see the green button that when pressed 
opens the door. Zombies attempt to press the button 
and close it again - make sure they fail. When the door 
is open, march through. 

LeveL 7: pLacue 

Here you have to take on another Apocalypse boss, but 
this time it’s a sweet girl known as Plague. Use 
previous tactics of continuous firing, but watch out for 
her green plasma beams. Avoid the shockwaves of 
green beams that ripple across the nightclub floor. 
Eventually the disco ball lowers from the ceiling and 
shoots deadly laser beams in your direction. If you run 
down to the right platform, you can hide from the disco 
ball and concentrate on finishing off Plague. 

LeveL 8: waR factORV 

You start this level similar to the first, where you have 
to make your way through the corridors while being 
pursued by the enemy. This time there are no guards, 
but deadly robots to remove instead. As you progress 





through the corridors, avoid contact with the blue wavy 
lasers Qump over the first one) and continue forwards 
through the checkpoint before reaching the sliding 
doors. Use extreme caution when passing through the 
doors as there are large gaps you need to avoid. Once 
through the doors you arrive at a lift shaft in the floor - 
this is filled with green lasers that could ruin your day, 
so enter the shaft via the small platforms inside. Now 
jump down to each platform until reaching the bottom 
where you have to be ready to deal with an onslaught 
of robots. Once destroyed, run around the room to 
collect all the power-ups then exit the room via the hole 
in the floor to arrive in another corridor. 

Now continue through the next section of corridors and 
through the checkpoint until you are met by more 
robots and blue laser traps. Eventually you arrive in a 
room filled with rising platforms, use the platforms to 
jump on and to gain access to the very top of the room. 
Look for the mid-point ledges such as a metal ledge to 
the left on the room, which then leads to a stationary 
platform, that once stepped on take you to higher 
areas. As you get to the top of the blue strobe lights, 
you can jump onto a blue platform that contains power- 
ups and eventually a lift from below rises to collect you 
and take you further up the level. As you progress 
upward on the lift, robots will jump onto the lift with 
you, so be armed and ready for their attacks. Once at 
the top of the level jump forward through the 
checkpoint and tackle some more oncoming robots 
then continue along another winding corridor, but this 
time the right side wall opens up and reveals some 
angry robots for you to deal with. 

Now proceed along the corridor and take time to work 
out how to cross the moving floor ahead before 
entering another checkpoint. Continue following the 



corridor taking out more robots en-route until you 
reach another lift. This lift is a rather tricky section 
because as the lift is moving you have to avoid the 
green lasers it moves through. Jump over the green 
lasers and land back on the lift to get passed this 
section; if you try to collect any of the power-ups on the 
side platform you still have to get back onto the lift as 
the platforms soon collapses. There are two sections of 
green laser, accompanied by firing robots from the side 
platforms before the lift eventually arrives at some blue 
blocks for you to jump onto. 

Go through the checkpoint and continue to another 
moving platform which takes you to a room that’s filled 
with moving platforms that are your escape routes 
through this lava section. The last platform you reach in 
this room takes you up to a higher section, where you 
find a rope slide to access the next area. Keep 
progressing by using the platforms and rope slides, 
until dropping down on the lower solid platform that’s 
armed by robots. Once destroyed, quickly turn to the 
right and jump on the next moving platforms, which are 
swarmed by robots. Use your homing missiles to 
eradicate the robots and clear the platforms for your 
own use. When landing on the last platform in this 
section, another platform materialises which eventually 
takes you to the checkpoint above. 

Once you reach the end of this new corridor you arrive 
in a room filled with huge moving platforms. You have to 
jump into the middle platform that then descends into 
the dark regions of the factory. As you move, jet-pack 
guards attack you and you have to jump over to the blue 
laser trapped platform before quickly moving back onto 
the huge platform. Eventually this huge platform takes 
you to a shaft signed ‘Exit’ which, if you haven’t 
guessed, is where you get off to complete the level. 



LeveL 9: waR 


Here is another super-boss section to complete, 
where you start by shooting the gun turrets on the 
rocks that, once destroyed, turn out to be part of the 
god-like being known as War. At first War seems to 
easy to beat and you may think that you have won 
after firing a few shots at him, but he quickly 
transforms and increases in size. 

You’d better be good at running as War now chases you 
through the streets of the town. As he chases after you, 
turn around and open to slow him down and eventually 
smash his head into the ground which causes all of the 
buildings to fall down and transform the area into 
islands. Shooting the barrels at the edge of the road as 
he passes is the best way to topple him. You now have 
to jump from island to island to avoid War’s attack, 
especially his purple laser, while looking for some 
Rockets placed on the islands which you can use to 
finish him off for once and for all. 

LeveL to: WHite House 

As this is an interpretation of the US President’s White 
House, you can imagine that this area is going to be 
heavily guarded. Starting in the grounds of the White 
House, you’re fired upon by stationary gun turrets and 
roaming helicopters. The best tactics are to keep 
moving while jumping and firing until the targets have 
been destroyed. As you approach the gate, there are 
only certain weapons that open it; the flame thrower 
is one of them, so use this to open the gate and 
proceed to the next section of gun turrets and 
helicopter fire. Inside, as you pass the long corner, 
you're attacked by some rabid dogs that you need to 





deal with. The next section has searchlights scanning 
the grounds, so avoid these so prevent the many gun 
turrets from firing at you. You can also take the gun 
turret out, as they only fire at you once you allow the 
searchlights to make contact. 

Once you pass this section, the White House becomes 
visible, but can only be accessed by crossing the rock 
platforms protruding from the lava. Look out for the 
Extra Life on one of these islands. Once you have made 
it to the staircase, arm yourself ready for some guards 
to attack then make you way to the ledges of the 
property. Run and jump to grab hold of the ledge above 
then pull yourself up and continue along the ledges 
while avoiding the enemy fire, until reaching the roof 
where you can blast a hole in the side wall for access to 
inside the property. 

Once inside you’re confronted by some special agents 
who are armed with firebombs. They are often hiding 
behind obstacles in the corridors so watch out. 

Proceed along two corridors until a large police 
helicopter blasts a hole in the wall and opens fire on 
you. Just keep running up and down the corridor while 
returning fire until the helicopter explodes and crashes 
into the corridor creating an opening in the floor for 
you to jump down into. The next corridor has stone 
pillars fall and collapse as you venture forward, so 
look to see that you’re not direct standing in front of 
any as this happens, or you can just quickly run 
through the pillar section. 

Make sure you slow down once past the broken pillars, 
as the floor ahead breaks up to reveal hot lava pockets 
that you need to jump across. Once over these gaps 
you arrive in a section where a large volcano is about to 
erupt Oust what you’d expect in the White House). The 



only way out of this section is to jump the many rock 
platforms while avoiding the falling debris. Start off by 
jumping on the platforms towards the volcano and then 
head to the right platforms. Once on the green power- 
up platform, starting running towards to the screen and 
jump over to the next platform. Keep coming forwards 
and steering left until you can go right, and then until 
you reach a high platform to jump up to. Eventually by 
going right you see an opening in the rock face to jump 
over and into. Take out the two bad guys waiting for 
you and then proceed to the end of the tunnel to 
complete the level. 

LeveL 11 : tHe Beast 

This is the last section of trouble you have to endure 
before completing the game successfully. As you’ve 
already discovered from the end of the previous level, 
the President is not quite what he seems Oust like real 
life). When he announces that he is the Apocalypse, 
you just know you’re in for a hard time. 

Begin by firing at him from inside the Oval Office, where 
he won’t seem that effective with his firepower. 
However, once that red indicator of his has diminished 
to zero, the beast transforms the office into a real living 
hell. The area itself starts off quite large, but soon 
becomes smaller preventing you from running away 
from the beast. The idea is to just keep running around 
the beast while firing everything you have and 
collecting up power-ups en route. Don’t stand around 
on the outer ledges for too long as they soon collapse 
into the lava. Another tip is to collect the Health Packs 
as soon as you see them or they disappear. 

If you prefer to tackle him from a distance you can 
stand on the outer platforms, but as said earlier, don’t 




stand on them for long. Instead you need jump from 
one platform to another. You have to finish the beast 
off from the central platform, but attacking from a 
distance acts as a good wearing down method to start 
with. The beast takes a lot of wearing down (he has five 
energy bars), but you’ve got to be persistent, and be 
careful not to make any careless moves. 



BLasto 


In this, our complete walkthrough for Captain Blasto’s 
mission to rescue all the Babes, we guide you through 
each and every level of the game in your quest to save 
the world from the evil aliens. 

episope ONe: URaNiaN spacepoRt 

Start inside the hanger and venture forwards. As you 
come to the end of the hanger there’s an alien 
wandering around waiting to shoot you. Continue to 
follow the path bearing to the left and to the two 
hovering steps then jump down them to solid ground. 

Carry on left by the screen panels where there’s a 
Health Pack then continue forwards and take the left 
fork where you see a crusher opening and shutting. 
Note: there is a button to the left to slow the crusher 
down. As the crusher’s jaw hits the floor, quickly walk 
forward and through to safety. 

In front of you to the left you see a Babe in a cage and 
nearby there’s a moving platform. Jump on the platform 
then press the button to release the cage. Go back across 
to rescue the Babe; she rewards you with an extra life. 

Continue onwards, eventually doing a i8o° turn, then 
head across the three hovering steps while shooting 
the alien. Press the button on the panel to open the 
transporter that you passed on your way to the crusher, 
then run and jump to the left of the platform instead of 
having to go back across the three steps and under the 
crusher again. Once on the lower platform, proceed 
towards the crusher. Behind the screens you see a 
lightning bolt to pick up which gives you more charging 





power for your weapon. Continue back to the 
transporter picking up the weapons power-up along the 
way. Once you have been transported to the lower 
platforms, continue forward and head for the Save sign. 

Jump onto the moving step to the next platform below, 
then blast the eyes that greet you and the red crate to 
lower the blue crate above. To the right you see a 
button in the distance saying ‘Do Not Press’, so don’t. 
Climb up the blue boxes then jump onto the isolated 
steps in front of you. As you land on them, jump 
forward to be taken to the next one, until you reach the 
platform above. Push the green crate so it wedges in 
the corner of the blue boxes behind you then step onto 
the green block and onto the blue block then turn right 
until you see more isolated platforms in front of you. 
Jump across each one picking up the Health Packs until 
you reach the next platform; behind the screen to your 
left is an Invincibility Pack. After pressing the button 
and the entrance has opened up, proceed onwards. 
Blast the aliens by the rock (don’t enter the 
transporter) then travel back the way you came until 
you reach the green box. Jump from the green box onto 
the rock in front of you where you see a Jetpack. 

Using the Jetpack, guide yourself back to the lower 
platforms while heading towards the hanger where the 
‘Don’t Enter’ sign is located (shooting the aliens and 
eyes makes some Jetpack Fuel appear). Head back to 
the transporter and use it to return to the platform you 
started on, then head left and jetpack yourself over to 
the second Babe and then onto the hanger where your 
ship is located. Using the Jetpack, make your way onto 
the roof of the hanger where there is some Extra 
Health, then search the surrounding area for the other 
items before using the transporter (located near the 
invincibility power-up) to exit this level. 



episope two: uRaNiaN spacepoRt 


Turn left and follow the pink path to the green crates 
then climb up the crates and run and jump over to the 
other crates. Once the aliens have been removed, a 
Lightning Bolt power-up appears. Press the button to 
make the tunnel revolve then go through the tunnel 
but don’t stand around for too long otherwise you fall 
off. Go to the Save Point while blasting any aliens that 
get in your way, then jump over and onto the right 
platform to pick up the Heat Sink power-up that 
behind the glass. Now jump over to the opposite 
platform and press the transporter button then head 
back towards the spinning tunnel and return to the 
starting point for this level. 

Proceed towards Number One transporter then upon 
arrival to next platform, you’re faced with a three-way 
path. Steer left to find the button to release the cage to 
save the Babe then continue the path to push the 
button for the force field for Transporter Two. Rescue 
the Babe for the goodies then continue until you find 
an Invincibility Pack and a rising platform, upon which 
is Rapid Fire power-up. Come back down and go back to 
the transporter to return for accessing Transporter Two 
(green path). Take the immediate right path first, which 
leads to a rock pillar. Run and jump onto the bouncy 
platform then turn 180° whilst still on the same 
platform to see the top of the rock platform. Bounce 
forward to land on top of the rock platform to pick up 
Invisibility then return to the path and take the path to 
the right before the flame-throwers. 

After reaching the single moving platform with health 
packs on them, blast your way through them and 
continue along the path. In front of you are little lights 




highlighting an invisible path. Venture along this path 
with caution. On completing the path, press the ‘Do Not 
Press’ sign to reveal lots of power-ups on the invisible 
path behind you. Now take the last path while jumping 
over the flame-throwers. When you arrive at the button 
for Transporter Three, shoot the mines and return back 
to the flame-throwers. Continue back to the transporter 
to gain access to the original starting point then jump 
over to platform numbered ‘three’, while tackling the 
enemy en route. Jump up the crates and onto the single 
bouncy platform to access the higher path where you 
encounter some more baddies and flame-throwers. 
Passing this stage brings you to a lowered bouncy 
platform. Jump onto this then turn to the right and jump 
forward to make it to the higher level. After taking out 
more of the enemy, bear to the left where you find 
another Invisibility power-up at the end of the path. 
Continue back along the path until you see the two 
bouncy platforms on the right then jump across and 
press the button for Transporter Four. Don’t go into 
Transporter Four just yet, though; instead strafe right 
and go into the unmarked transporter. 

Shoot any enemies and the red boxes piled on top of 
the blue ones then continue climbing up the boxes 
while picking up power-ups. Shoot aliens and eyes then 
head towards the save point. Continue right down the 
path (looking out for the floating mines) then proceed 
across the floating green steps, stopping now and then 
to shoot the aliens on the other side as they appear. 
Once on the exit button platform make sure you do not 
grab the power-up above it, as it’s an alien generator. 
Push the exit button and make your way back then go 
back over the crates where you’re swarmed with more 
aliens, eyes and mines. Go back to the transporter and 
onto transporter Number Four. There’s a save point 
behind you when you arrive. Now move onto and 



through the rotating green tunnel, but watch out for 
two eyes at the beginning and at the end of the tunnel. 
Once through steady yourself onto the moving 
platforms until you reach the single bouncy platform. 
Turn right whilst jumping then jump forward to grab the 
upper platform. Make your way onto the next moving 
platform and jump onto the top of the green rotating 
tunnel. Make your way across as before (but on top) 
and shoot the mines once you get to about the middle 
of the tunnel. A couple more jumps forward then turn 
around facing right and jump onto the platform where 
the Babe is. Head back to the transporter by jumping 
off the corner of the platform where you can see the 
transporter below. 

Go back to the original crossroads and then go back to 
path Number One and up to the crates and finally onto 
the red tunnel again. Pass the tunnel, pick up the 
health packs. Continue to the save point (notice now 
the exit gate is open) then proceed and bear immediate 
left. Cross the bouncy platforms until you hit the red 
one then jump up through the opening above, where 
you’re confronted by a biker. Keep shooting until 
destroyed while being careful not to be run over or hit 
by his bombs. Shoot the eyes and press all four buttons 
to reveal Babe number three. Go back down the hole 
and back to the exit sign then pass through the exit 
gate and follow the path to the next bouncy platforms. 

episope tHR.ee: URaNiaN DUNes 

Fall into the water and pick up the Atom Scatter then 
climb out and head towards the end of the pool for the 
save point. Continue onto the rock platforms to the 
right then get ready to be fired upon by floaters. 
Continue to jump and climb the rocks until reaching the 
top then check back on some of the rocks you’ve just 




pass as power-ups (including Invincibility, etc) appear. 
Continue along the top of the rocks following the path 
and destroying more floaters until you come to a rock 
face that looks circular. Shimmy round the rock until 
you see a rock platform underneath you and fall off. 
Watch out for new green aliens with ray guns! 

Head right, climbing more ledges and again shimmy 
around top ledge to find Invisibility then follow the 
path along while blasting more critters jumping across 
gaps as they appear. As before, drop off edges to 
collect power-ups. Descend down the left-hand side 
and follow the path then continue down the path until 
you see the bridge. Don’t cross the bridge just yet; 
stay to the right and make your way across the raised 
stone pillars. A Mine Tower rises and descends while 
throwing mines. Destroy mines and tower then 
continue to rescue the Babe. 

Jump back across the rock pillars to collect more power- 
ups, then go back to the rock where you got the Babe 
and fall off the edge to collect the extra life below. 
Continue towards the bridge destroying everything in 
your path then at the end of the bridge, steer right and 
venture back through the valley you came through. 

Keep to the right and drop down where you see a 
boulder on the edge of the rock face. Shoot the boulder 
causing it to roll off the edge. 

Jump onto the boulder and across onto another 
boulder raised in the oil pool then continue forward 
and across the platforms where you will reach another 
Mine Tower. After destroying the Mine Tower, proceed 
until you reach another button panel. Pressing the 
button forces a brown platform to appear that leads to 
a save point. Go back across the oil pool until reaching 
the boulder that fell off the ledge while blasting 



floaters and green alien en route. Turn right at the 
boulder and jump across the single hovering platform 
then once the rock face, shimmy onto the ledge and 
across left to fall off at the end. Follow path leading to 
more floating platforms then jump across the trembling 
one and onto the next platform which is solid. To the 
right is a platform that rises, jump onto it and then onto 
the top platform. Now follow the ledge to the left where 
a new breed of aliens start firing at you. Blast your way 
through the aliens and continue to the next set of 
single platforms. At the top of these is a button to press 
for the later levels. Now descend back down the pillars 
shooting everything in sight then proceed right at the 
bottom of the ledges to see the save sign below. 

Drop off the edge and head left to more pillars then 
head across the pillars and get heat sink power-up. 
Jump back to block one and jump off the top then head 
to the right and hug the left side of the wall. Below is 
another Mine Tower; jump down destroying the tower 
before continuing past the tower and shimmy right. 
Jump across the rocks to where the Geyser is located 
then run under the rock (watch your timing) and head 
right to the rising pillars to get Babe Two. Now return 
the geyser and map square then jump across the pillars 
(note some collapse) and up to the edge on the right 
for the save point. Continue left to find more crumbling 
platforms then jump across them while shooting 
floaters and green aliens. 

Land back onto Block One and jump off at the top. This 
time head right and follow the arch of the path (you can 
drop down into the gaps in places to find power-ups, 
but watch the oil). At the end of the path, drop down (if 
you don’t drop down and start heading back as more 
Mine Towers appear) where you see the map square 
below. Destroy the Mine Tower then follow the 




protruding rocks in the oil, noticing which ones rise and 
fall. Cross the left-hand side to rescue Babe Two, and 
then the right-hand side for more power-ups. 

Head back to the rock geyser and onto the map 
square. Ahead, cross the crumbling platforms in the 
oil then proceed right to the save point in the first 
alcove and power-ups in the second. Leaving the 
alcove leads to a blue bird. After shooting gun 
slingers walk into the bird to mount it. Turn around 
and follow the desert to the right. 

Jump over floating platforms to reach Babe Three, then 
return to where the bird was originally and dismount 
(j +# buttons). Proceed to the right of the wall and 
jump up to end ledge. Shimmy left to reach the narrow 
bridge then head across the bridge and the geyser 
platforms for the extra life and health power-up. Jump 
over to a sandy ridge while blasting all the green aliens 
then cross the platforms in the oil to reach the button 
panel. After pressing the button, steer right and destroy 
the Mine Tower ahead. Note the ‘Do Not Press Button’ 
sign, you blow up if you press it. Use save point before 
continuing around the oil lake. Once you reach the 
large geyser platform, quickly turn round and jump 
onto the map square to rescue Babe Four. Return along 
the oil platforms and back to the sandy ridge then 
shoot the green aliens and cross the second set of oil 
platforms where the trees are. Climb up the steps and 
jump the gap and the crumbling platform to land 
hanging from the ledge. Shimmy left for weapon power- 
ups and then right to continue upwards. Shoot more 
aliens and the Mine Tower before jumping up the 
ledges and attacking more green aliens and floaters. 
Notice the blue pool in front of you. Halfway around 
the outside of the pool is a button panel, press the 
button and dive into the pool to exit to Episode Five. 



aRRiviNc fRom episope five 

When exiting Episode Five, you arrive from a pool with 
a waterfall. Use the save point nearby then follow the 
original route back over the platforms and to the trees. 

aRRiviNc fRom episope fouR 

After arriving on the ledge with a map square beside 
you, jump on the right and continue right until you’re 
back to the trees again. Travel left to reach the steps and 
ledges that takes you back to the boulder area then 
retrace your previous path along the platforms 
submerged in the oil field. Continue until reaching the 
save point then continue to climb up the numbered 
ledges. Upon reaching the top, bear left and continue 
forward across a narrow bridge where many green aliens 
and floaters meet you and Babe Five awaits. Return back 
along the bridge and go left to meet a Mine Tower, on the 
ledges below you will be able to see Babe Six. Search 
the area well to find power-ups, an extra life and the save 
point. Now head to the right (the moon should be in front 
of you) and follow the valley until reaching a drop. Fall 
over the edge to meet the final desert challenge, the 
boss alien (you can only kill him by using special 
weapons or charged shots). Strafe to avoid his 
bombardment of weapon fire while returning fire until 
he’s been destroyed. Now proceed to Episode Six. 

episope fouR: uRaNiaN caves 

Follow the tunnel until you drop into a cave swarmed 
with gunslingers then continue forward to the two 
geyser rocks. Jump across until landing on the second 
geyser then face right and jump onto the map square, it 






also contains an extra life. Make your way over to the 
other platform by running and jumping from the right 
corner of the map square. Blast more gunslingers and 
cross the crumbling two single platforms then proceed 
right while shooting the Floaters, until you reach the 
save point. Continue across geyser rocks until landing 
on solid ground where two gunslingers appear holding 
a Babe. Shoot the gunslingers to release the Babe then 
head up the path shooting more gunslingers en-route 
to meet the Ant Bop (the boss). The Ant Bop teleports 
himself to various places in front of you. Keep a good 
distance while charging your weapon and firing it when 
he appears. Once the Ant Bop has been destroyed, 
carry on left and jump the next rock geyser. 

Follow the steps going upwards while attacking more 
gunslingers then follow the path down to another rock 
geyser that’s proceeded by a crumbling platform. Many 
floaters invade once landing on the rock geyser, so 
blast them before continuing. Across the rock geyser 
lies another crumbling platform you need to use to gain 
access to the moving platform that takes you to a 
button panel. Venture over to the button panel and 
press it then go behind the panel for the extra life. 

Floaters meet you on the return journey, so be prepared. 
Travel back along the moving platforms then once on the 
big rock geyser, head left to more moving platforms. When 
on solid ground, blast the gunslingers then continue 
forward armed ready for the two Mine Towers in your path. 
Now continue through tunnel back to Episode Three. 

episope five: peptHS of URaNus 

Swim while avoiding the red mines, then as the water 
becomes lighter in colour, rise up into a large open area. 
On a platform you find Babe One. Swim over to the left 





to notice a purple statue-like face where there is a map 
square then dive back into the water and propel forward 
shooting fish and aliens in scuba gear. Surface in 
another pool (for air) and dive back down swimming 
south to find a button panel underwater. After pressing 
the button, rise up to the land and go to the Save point. 
Climb up to the ledge and head left, shooting Aliens en- 
route. Babe Two is located just below the ledge you are 
travelling. Follow the path shooting more Aliens and 
jump across the gaps to other platforms (if you fall off 
the platform in the water, you have to swim back round). 
Continue forward until reaching a bridge, then jump into 
the last pool. Swim, following the tunnel until you rise 
back up to Episode Three. 

episope six: aLieNViLLe 

First use the Save point behind where you land then 
continue back to the starting point to be met by two alien 
hover-surfers. Once destroyed, venture left to see Tunnel 
One then use the single platforms to jump on and 
progress (red ones vaporise so be quick). When you reach 
the blocked off area turn left and destroy the aliens. 

Jump across until reaching the green box then continue 
over the box to emerge in a circular area. Go left and 
shoot everything in sight (the flying saucer can only be 
destroyed with charged weapons) then go right to get 
to the central gateway quicker, it leads to a button 
panel that will open Tunnel Two. Head back through 
Tunnel One to be met by more surfer aliens then head 
for Tunnel Two. Jump through the fans when they slow 
down, and don’t stay to close to the fans after jumping 
through, or they suck you in. Shoot the eyes en route 
then continue to the end of the tunnel and head right to 
avoid the blasts from the large flying saucer. Using your 




heat sink weapon, jump onto the single platform and 
blast the Saucer before heading back out of the tunnel 
to grab the alien generator, which you need to distract 
the man-eating Snarf back in Tunnel Two. Use the save 
point before going back to get the Snarf. 

Once crossing the fans on Tunnel Two, access the 
upper levels to the right and head out towards Snarf. 
Before crossing the lava fire your alien generator more 
than once, this = keeps Snarf busy while you cross. 
Proceed right towards the green building then go 
inside for the Jetpack. 

Exit the building and quickly Jetpack yourself up to the 
top of the building, shooting eyes on the way, then 
rescue Babe One. On your descent, circle the top third 
of the building to find an open arched window. Inside 
the window are power-ups and extra lives and health. 
Come back down and cross the lava to re-enter Tunnel 
Two (fire your last alien generator to keep Snarf away, 
or jetpack over him). Toward the entrance of Tunnel Two 
is now another large saucer. Blast the saucer and exit 
the tunnel to meet a swarm of eyes. An extra life is 
available at the box where you got the alien generator. 
Go to the save point if required then go back to Tunnel 
One. Using the Jetpack, guide yourself through the 
gaps of the fans then once back into the circular area 
your mission is now to destroy the Eye Boss situated at 
the top of the buildings. Once destroyed you can press 
the button on the panel to open Tunnel Three. Further 
up top is Babe Two. Make your way back to the starting 
point and head toward Tunnel Three. 

Before the entrance there is a large saucer to destroy. 
Continue through Tunnel Three, while blasting the 
surfers, then Jetpack through the fans once they stop. 
Enter the new area and fly up to the top of the building. 



On the roof is Babe Three who’s surrounded by aliens. 
Once rescued press the button on the panel, which 
opens the door at the bottom of the building. Enter the 
building (Disco) and shoot the aliens. Now press the 
button on the button panel to open the exit back at the 
Save point. Continue through to the next room to find 
Babe Four. Exit the tunnel and head for the Exit sign at 
the save point. Drop into the hole to find a transporter 
to take you to Episode Seven. 

episope seveN: spiRe maze 

Behind the tree in front of you is a save point. Continue 
forwards shooting aliens and Eyes then jump across the 
platforms until you see one that looks to far to jump 
too. Shoot the left-hand side of the platform several 
times to rotate it, making it now possible to jump over 
to. Continue forward jumping over another rotating 
platform then continue shooting the aliens, eyes and 
surfers until reaching the third rotating platform. After 
jumping this head left to see Babe One on a lower level. 
Return to the upper platforms via the bouncy flashing 
platform. Facing the way you came, continue the other 
platforms on the left. Keep checking below to find a 
new save point. Carry on travelling left until you see 
some steps to get you back up to the higher platforms, 
shoot more aliens and pick up the Ice Breaker. 

Continue to the end of the platforms to find Babe Two 
below then return back along the platforms and head 
to the right for more power-ups. Start heading back the 
way you originally came (notice the fireball cluster in 
the distance on your right). Jump to where the 
platforms get larger to get to Babe Three (you will have 
to shoot the biker first from the distance using power- 
up or special weapon). Now hang off the ledges and 
shimmy for power-ups. 




Travel along the large platform to meet an armoured 
saucer, you need to use power shots or special 
weapons to destroy it, then at the end of the large 
platform you see a seesaw with a boulder hovering 
over a ledge above. Climb up the step to the boulder 
and shoot it making it fall. This causes the platform 
to slope the opposite direction for access to the next 
Babe. Go back to where you shot the boulder and 
continue up the steep steps. An armoured saucer and 
aliens are waiting. Once destroyed, another save 
point appears. Look at the edge of the platform and 
you see a bouncy platform. Jump onto this to rise up 
to another bouncy platform taking you to the next 
Babe. Once rescued you see three more bouncy 
platforms leading across the lava field. Bounce up to 
the next platforms and eventually up to another Save 
Point. Continue up until it starts getting darker; 
you’re at Episode Eight. 

episope eiCHt: bosic’s foRtRess 

As with Episode Three, this level interacts with the 
final last three levels. Jump down to the grey/blue 
platforms and destroy the Aliens then cross the lava 
stream for power-ups. Continue into the main 
chamber and head towards the pool for power-ups 
and invincibility then pick up the alien generator to 
the left of the chamber on a ledge. Access the tunnel 
on the opposite side of the chamber then as you 
approach a wider lava stream, you notice the 
unreachable button panel on the other side. Using the 
special weapons button (•), hold it down to generate 
an Alien by the panel. He now creates a platform to 
access the other side (don’t forget to shoot him 
afterwards). A hatch now opens allowing access to 
Episode Nine. 






episope NiNe: aLieN ruins 

Proceed forward to the blocks with a save point and 
weapons power-up then head left while shooting the 
black alien ants, until reaching another save point and a 
large lava pool with floating platforms. Make your way 
onto these in sequence, reaching the extra life and Babe 
One. Continue back to solid ground and save as needed 
then blast more black aliens. Follow the next tunnel to 
the left and continue forwards while blasting the alien 
ants and collecting weapons power-ups on the ledges. 
Follow the spiral tunnel until reaching the junction then 
head right into the lava pool with a button panel in the 
corner. Follow the platforms to the panel (the lighter 
platforms sink). Exit the room and use Save point 
opposite as needed before going into the next lava room 
for Babe Two. Head back up the spiral tunnel, turning left 
when it forks and blast more black aliens before crossing 
the three sinking platforms. The black alien hiding in an 
alcove gives extra health once shot. When approaching 
the five way cross-roads, proceed left to enter another 
lava room with a switch and Babe Three. 

Shoot the aliens in both the left and right alcoves while 
making your way to the right side to push the button 
that causes another platform to appear giving access to 
Block Two. Rescue the Babe and exit room then leave 
the room and head towards the five-way junction, this 
time taking the next left into an amphitheatre. Head 
forwards to another lava room then jump on the 
platforms and shoot the aliens and wizard. Face the 
lava pool and wait for the moving platform on the left, 
timing your jump onto the sinking platform first. When 
reaching rising platforms, jump off and be ready to 
shoot more Aliens and another wizard. Press the button 
on the panel. 




Exit the room via the platforms and continue left to 
arrive back to the original starting room with the save 
point. Make your way left and go back down the spiral 
tunnel until coming reaching some small lava jumps. 
Enter another lava pool and jump across the platforms 
to enter a large room. Shoot all the baddies, collect 
power-ups and enter the last lava pool. Jump across the 
platforms ending up in an area with a small pool. 

Collect power-ups (except alien generator) and jump 
into the pool to access Episode Ten. 

episope eicHt 

aRRiviNC fRom episope teN 

Leave the pool where you arrived from blasting two 
aliens who meet you and use the save point. As you 
leave you’re confronted by two aliens and a wizard. 
Blast them and return to the pool for extra power-ups. 
Make you way into the main arena, head right to get 
the alien generator then proceed back and go into the 
tunnel on your left where met by another wizard. 
Continue down the platforms avoiding the lava, and 
shoot the eyes and hang of the edge of each platform 
to find extra health and extra life. Blast your alien 
generator again to create a little critter to press the 
button and make a platform for access to the other 
side. Now fall down into the chamber for Episode n. 

episope eicHt 

aRRiviNC fRom episope eLeveN 

Starting from the high ledge, shoot the red crate to 
your left, causing the green one to fall. Push the 
green crate over the edge then head along the left 
upper platform shooting Aliens and Eyes en-route. 
For extra power-ups and health, jump over to the 










arches around the upper platforms. Continue up the 
steps killing the wizard then enter the higher 
platform with a blocked doorway (Skull Six) and 
proceed the other direction. Shoot the next wizard 
and enter the lava room. Cross using the moving 
bridges to enter a corridor opposite the fight your 
way through the corridor and go straight to the next 
corridor that leads to the conveyor belts. Jump these 
to fight the wizard and rescue the Babe, then return 
back to open area, go through the right tunnel. 

Shoot red crates, leaving just the green one isolated. 
Push green crate off and up to the Harem sign then 
jump up to the top and kill the wizard before collecting 
the Big Gun (don’t pick up any more weapon power-ups 
or you lose the Big Gun). Head back to save point then 
drop down into main chamber and take the left tunnel 
to return to Episode 11. 

Destroy the Snarf with the Big Gun (if at any time you 
lose the Big Gun, you must retread Episode Eight to get 
another one), then when the Snarf is dead, go back the 
normal way (across lava pool) to Episode Eight. 

episope eLeveN (secoND time) 

Use the save point again then go back to the platform 
where the door wouldn’t open before and head across 
another section of conveyor belts. Proceed towards the 
crates, blasting all aliens in your path, then climb the 
crates and shimmy left for the extra life. Pick up the 
alien generator before shimmying right again to move 
forward through the next corridor. Enter the large 
chamber area and use the alien generator to create an 
alien on each of the stone pillars. The stone pillars now 
push down, releasing a bridge. Jump onto the bridge, 




shoot the aliens to make it rise again then carry on left 
past the map square. In the following area the next 
boss confronts you. Rapidly grab all the power-ups 
before your rival does. Use continuous fire to destroy 
him. Note: you can now go to any missed Babes by 
using the transporter 

Go for the save point if needed then continue left, 
travelling back over the bridge. Take a left turn and 
head towards another conveyor belt area. Shoot all the 
enemy while crossing the conveyor belts and blast the 
wizards you encounter. Continue to the room with 
rotating platforms and jump down to the lower 
platforms and forward. Shoot the red crates and climb , 
up to another save point. Follow to the ‘DO NOT PRESS’ 
sign, and press it for rapid-fire power-up. Continue over 
the crumbling pillars, back to the rotating platforms 
while travelling to the map square. Below is another 
rotating platform for you to jump to. Proceed over more 
rotating platforms and into the large area, carefully 
time your jumps when moving by the falling pillars. 
Continue onto more rotating platforms and left leading 
to Episode 12. 


episope teN: seweRS 

Swim down and follow the right side tunnel then on 
arrival at the crossroads, swim straight while shooting 
the scuba aliens and fish. Follow the tunnel up and take 
the next left turn. Missing the mines, follow up until 
reaching an exit then grab the power-ups and extra life 
before using the save point and press the button on the 
control panel. Dive back into water tunnel going down 
as far as possible and follow the winding waterway 
marked G-2; it’s past the map square. Continue until 
going down again, then bear left following G-3. Shoot 





the fish and scuba aliens and continue until you reach a 
large chamber. Come up for air while picking up 
Invincibility and extra health then follow G-4 leading to 
Episode Eight. 

episope eLeveN: aUeN ruins 2 

If you want to rescue all three Babes on this level, you 
must return with a Big Gun to destroy Snarf. Therefore 
it is advisable to clear all power-ups and enemies first, 
so as not to pick up a different power-up once you have 
the Big Gun. jump onto the moving platform and go 
onto the save point (note: the platform does not reach 
the save point each time it approaches). Continue to 
the other platforms blasting the floaters and alien 
antmen. Once in the central arena, turn right blasting 
aliens en route then carry on going forward until you 
see a map square to your left by a lava pool. To the 
right then takes you to Babe One, once you’ve rescued 
the babe, destroy the wizards and continue forwards. 

When you arrive at a single sinking platform, jump 
across and turn left to be attacked by mines from the 
Mine Tower. Once destroyed, jump over and a save 
point materialises. Jump back over to the main area 
and go around the lava pool ahead, killing the wizard 
and destroying the next Mine Tower. Pick up Invisibility 
on the right-hand side and jump into the lava pool for 
extra health, lives and power-ups. While facing the save 
point, proceed right until you come to a fork. Go down 
the right-hand tunnel blasting aliens on the way. When 
you come to a crossroads, continue forward to enter a 
lava room with a button panel on the left, jump over the 
sinking platforms to reach the panel. Exit room by 
jumping back the way you came in then return back to 
the crossroads, and bear right. Jump over the lava 
stream to be attacked by another Mine Tower. Once 




destroyed you can jump into the lava stream where the 
Invisibility is so as to run around the lava finding some 
power-ups and extra life. From where the Mine Tower 
was, jump back over to the main platform and head 
right. Shoot more aliens and arrive at a junction with 
three possible routes. Take the right an proceed. This 
takes you back into the big area from which all the 
tunnels lead off of. Go to the tunnel straight ahead and 
you come to the entrance which is now open since 
pressing the button. Take out the next lot of Mine 
Towers and enter the next lava pool for Babe Two. 
Continue forward to find two separate tunnels with 
sings saying ‘Big Alien’, find the third tunnel which is 
the exit for the level. Shoot the wizard in the entrance 
then shoot the upper grey platforms so they fall into 
the lava. Jump onto the platforms to get across the lava 
pool and into the transporter to return to Episode Eight. 

episope tweLve: bosic’s tHRQNe Room 

This is it, the final frontier. Grab all power-ups and 
continue to the throne, as here comes the King Alien. 
Watch while he enters a huge robot then run back to 
where you entered to find a Jetpack. Continually 
moving and using power shots soon destroys the robot, 
only to transform into a flying Alien Head. Jump into the 
lava pool containing the Invisibility, and look for more 
power-ups (notice your Jetpack has also gone). Once 
destroyed, the King emerges telling you that the planet 
is booby-trapped to blow up. The game automatically 
ends by having you escape from the planet. 





BReatH of fiRe hi 


In Capcom’s latest RPG, Breath of Fire III, you take on 
the role of Ryu, a young boy gifted with mysterious 
powers. Guide him through the dangerous and 
obstacles he faces as he ventures out into the world. 
This first instalment to the complete walk-through gets 
you started, and heads you in the right direction. 

tHe BeCINNINC 

When you start the game, you control the dragon that 
has just been blasted free from the crystal. Use Whelp 
Breath to kill the two workmen then approach them 
and take the Melted Blade from their burned bodies. 
Now follow the walkway south-east to meet the next 
workman, who asks you if you are really a dragon? You 
can answer either ‘yes’ or ‘no’, as it makes no 
difference. Continue south-east to the next two 
workmen and use Whelp Breath again to deal with 
them, then head south-east and past the stairs to the 
next entrance. Once inside, walk south-east towards 
the next worker. When you try to attack him, the crane 
spins around and knock the dragon out. 

When the Dragon regains consciousness, it’s trapped in 
a cage being pulled along by a train. Press Left and 
Right on the D-pad repetitively to shake the cage and 
force it off the train and down the embankment. 

After being rescued from the wolves by Rei, and taken 
back to his and Teepo’s house, your character regains 
consciousness again. You also notice that the dragon 
has mysteriously transformed into a human, who we 
have named Ryu. 






Rei aND teepo’s House 


After Ryu has awoken, walk over to the diary in the 
corner of the room and use it to save your game, then 
head down the stairs and over to the chest of draws to 
the left of the fireplace to collect the Vitamin. Now walk 
over to the opposite chest of draws and take the Worm 
that is located there then head south-east through the 
door to exit Rei and Teepo’s house. Follow the path 
around the house and down to the bridge then proceed 
south-east through Cedar Woods to the old man. After 
talking to him, continue south-east into the next 
section of woods and proceed south-east along the 
path to the exit the woods and reach the Main Map. 

tHe maiN map 

While wondering around the Main Map, a question 
mark occasionally appears above Ryu’s head at various 
locations. These indicate areas of interest that can be 
explored by pressing * while the question mark is 
displayed. Exclamation marks also appear above Ryu’s 
head as he walks around the Main Map. These indicate 
forest areas that can be explored for items and zenny 
(money), as well as enemies you can battle in order to 
improve your characters skills and abilities. 

mcNeiL viLLace 

After having a brief look around the Main Map, enter 
the village of McNeil where Ryu meets up with Rei 
and Teepo, who are trying to steal some food. Follow 
Rei and Teepo over the Weapon Shop and talk to 
Teepo, then wait for Rei to re-appear before making 
your escape. 






After putting on the armour that Rei has just stolen, it is 
decided you must head over to Yraall Road where Rei 
and Teepo shows Ryu how to mug people. Once the 
conversation has ended, continue south-east to Yraall 
Road. En route, you may be attacked by various 
enemies. Use these battles to increase your characters 
abilities and collect zenny from defeated enemies. 

VRaaLL Roap 

Once on the road, hide behind the tree indicated and 
wait for Bunyan, your first victim, to arrive. After 
Bunyan has walked off, head north-east of the tree and 
collect the 40 zenny located in the sack, then return to 
Cedar Woods and head towards Bunyan’s house. 

BUNVaN’S House 

When you reach Bunyan’s house, examine the door 
then switch characters so you’re controlling Rei, then 
use him to pick the lock. Inside the house, walk around 
to the ladder and enter the cellar. Take the Beef Jerky 
from the cupboard then wait for Rei and Teepo to join 
you. At this point, Bunyan returns home and catches 
you in his house. Follow Rei and Teepo back up the 
ladder then exit the house to see what Bunyan has in 
store for you. 

After sending Rei to Mt. Glaus, Bunyan makes Teepo and 
Ryu work for their sins by chopping logs for him. When 
chopping the logs, you must chop a certain amount 
within the time allowed. The best way of chopping the 
logs is by pressing A as soon as Teepo begins to move 
his hand away from the log. Once you have completed 
this successfully, it is time to go after Rei. Leave Bunyan’s 
house and follow the path north-east to the nearest exit 
which takes you to the Main Map. From the Main Map, 





head north-west along the path until you reach the area 
where a question mark appears above Ryu’s head, then 
press # to enter this new area. 

Follow the path and head across the bridge, then 
continue to follow the path towards the top-left corner. 
When you get there, read the sign then follow the path 
south-west to collect the 80 zenny hidden in a chest 
behind one of the trees. Now return to the sign and 
continue to follow the path to the next area and 
eventually Mt. Glaus. 


mt. cLaus 

Head across the bridge and then continue north and up 
the long slope. At the top, slide down the slope where 
the first weed is located to reach the Heavy Cargo on 
the platform below, then repeat this process using the 
second weed to reach the next platform that contains a 
Cloth Shield. Return back to the top of the slope, then 
continue across the next bridge to the house where Rei 
is waiting. After getting a good nights sleep, exit the 
house and prepare to battle with Nue, the mountain 
monster. 

Once Nue has been defeated, head north after him. 
When you reach the cave, enter and follow the trail of 
blood. When you reach the dead body, examine it to 
receive 200 zenny, then back-track to the previous 
screen and follow the next path north and then west. 
When you reach the water’s edge, listen and agree with 
Teepo’s idea of jumping into the water. 

After drifting down the waterfall and into the secret 
cave, continue to follow the trail of blood along the 
path to the next cave where you battle with Nue for the 




last time. Once Nue has been killed, enter the cave 
behind it to discover what’s inside, then make your exit 
and use the river to return to Rei and Teepo’s house. 


Rei aND teepo’s House 

After the conversation with Rei and Teepo, head down 
into the store room and take the Healing Herb from the 
cupboard, then exit the house and make your way 
through Cedar Woods to the Main map and then into 
McNeil village. 


mcNeiL viLLace 

After entering the village and talking to the villagers, 
talk to the man in the hooded robe. His name is Loki, 
and he eventually asks you for help. Tell Loki that you 
will help him, then look in all the houses and search for 
any items that may be of use. Now visit the shops and 
use your hard earned zenny to buy some weapons, 
armour and food, before leaving the village and 
heading to the Farm. 


tHe faRm 


When you reach the Farm, follow the path to the hut. 
Inside the hut, Loki convinces you to break into the 
Manor to steal the tax money that Mr McNeil, the 
Mayor of the village, has taken from the villagers. After 
agreeing to do this, you find yourself outside the 
grounds around the Manor. 

tHe maNOR 


Enter the hut to the left of the path and collect the 
Vitamin from the chest of draws, then talk to Loki 
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before leaving the hut and searching the Manor wall for 
the section that has recently been repaired. Once back 
outside, head west and then north to find the weak 
section of wall where you are going to make your 
entrance. 


Once on the other side of the wall, follow the path 
around to the first guard. There is no way of getting 
past this guard, so you have to pay him the 50 zenny he 
asks for. If you do not have 50 zenny, you have to head 
back through the gap in the wall and find a few fights 
and to gain some zenny from defeated enemies. When 
you have paid the guard and walked past him, head up 
the stairs and then around to the left where you 
discover a wallet on the floor. Pick the wallet up then 
head back past the stairs to the next guard; he lets you 
past in exchange for his wallet. Continue to the next 
guard who is holding the lamp but don’t step into the 
light as this triggers the alarm. Wait for the guard to 
turn around then quickly run past him and down the 
stairs directly in front of you. Continue south-east to 
the watch tower with the bell, then climb the ladder 
and strike the bell. Once the guard down below has 
moved away, climb back down the ladder and head 
north to the guard that is sat down smoking a cigarette. 
After a brief conversation with him, you agree to get rid 
of the guard dog by the main gate, and in return turn he 

lets you past. 


Once the guard dog has been defeated, head back past 
the guard and continue north to the three characters 
who are stood next to the hedge. Talk to all of them, 
then walk over to the guard who is stood in front of the 
small hut and talk to him. After telling him about Mina, 
he walks off and allows you to enter the hut. Inside, 
you’re confronted by a rather large chicken who you 
have to defeat. After you have dealt with the chicken. 



head back to the tower where you struck the bell, th 
proceed back up the stairs and along to the main door. 
At this point, Rei decides to distract the guards while 
Teepo and Ryu make their way into the Manor. 


iNsme tHe maNOR 


Destroy any enemies that may confront you as soon as 
you enter, then approach the stairs and prepare to 
battle against one of many ghosts you encounter while 
exploring the Manor. Once your path has been cleared, 
head up the stairs and then head over to the rooms on 
the right. Search all the rooms for items then head over 
to the other side of the Manor and begin to search the 
remaining rooms. When you have finished searching 
the rooms, head north-west to the long hallway where 
you be met by McNeil himself, or so it seems. 


After defeating this second ghost, proceed along the 
hallway and enter the doorway then use the stairs to 
reach the lower level. As you attempt to use the stairs, 
another ghost appears and challenges you to a battle. 
Once the ghost has been removed, continue down the 
stairs and head along to the other end of the corridor, 
remember to check the cupboards and chests as you 
go Enter the first open doorway then head through the 
second door to reach the kitchen, then proceed up the 
stairs to reach the room above and to collect the 600 
zenny from the cupboard in the corner. 


Return to the level below and proceed into the next room 
where you encounter yet another ghost. Dispatch the 
ghost then proceed through the next room to the lift. Use 
the lift to reach the floor above, then head up the stairs to 
the next room where you’re given the opportunity to rest 
and save your game. When you are ready to continue, 
climb up the ladder to reach the roof of the Manor. 
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ON tHe Roof 


From the opening where you appeared on the roof, 
climb onto the ridge and head north-west as far as you 
can go, then carefully climb down along the tiles to 
reach the grappling hook. Once you have the hook, Rei 
soon turns up and uses the hook to create a path across 
to the opposite roof. Once you have made it safely onto 
the opposite roof, climb onto the chimney then use the 
steps to climb down and back into the Manor. 

Back iNSipe tHe maNOR 

Once back inside the Manor, walk into the next room 
where you finally get to met McNeil, and eventually the 
ghosts thatTeepo and Ryu encountered earlier. Once 
again you have to fight the ghosts, but this time you 
have to fight them all at once. This battle is one of the 
toughest that you’ve had to face so far, but as long as 
you remember to keep your characters healthy there 
shouldn’t be any real problems. 

mcNeiL’s ReveNge 

While back at Rei and Teepo’s house, use the room 
upstairs to save your game, then exit the house and 
make your way into McNeil village. Talk to everyone in 
the village then proceed to Farm where you see Loki 
stood next to the cart. After talking to Loki, continue 
along the path to his hut, and enter. Bunyan soon 
enters with a cow - drop a few hints about Loki and 
McNeil. Exit the hut and quickly head back to Cedar’s 
Woods and then Rei and Teepo’s house. When you 
arrive at the house, it will be burning brightly, and there 
is nothing you can do about it. After discovering the 






fire, Rei, Teepo and Ryu are confronted by Sunder and 
Balio, who have been sent to dispose of you all. These 
two characters are guaranteed to win the fight, so don’t 
waste your magical abilities on them or any healing 
items to keep your characters alive. 

tHe seaRCH foR Rei aND teepo 

When Ryu regains consciousness, he finds himself in 
Bunyan’s house. Walk outside and talk to Bunyan, then 
head through the woods to reach the Main Map. Enter 
the village and stock up on any supplies and weapons 
needed, then leave the village and head for Yraall Road. 
When you reach the Yraall Road, follow it north-east to 
Mt. Nyrneg in the Wyndia region. 

mt. NVRmec 

Once at the foot of the mountain, walk to the east 
where you see character called Tallman. Talk to Tallman 
and he tells you about certain creatures’ weak points, 
then when you have heard enough, collect the Icicle 
from the nearby chest before walking around the corner 
and using the ladder to reach the level above. Continue 
to make your way around the mountain while using the 
ladders to help you climb to the top. Remember to 
collect any items you find along the way. 

When you reach the top of Mt. Nyrmeg, you have 
another encounter with Sunder and Balio, and another 
fight begins. Unfortunately, Ryu doesn’t have the chance 
to attack, as he’s soon be stabbed in the back. As Ryu 
falls to the floor, he transforms from a human back into a 
dragon. Sunder and Balio soon take advantage of this 
and decide to take him to the king. But when they 
present the king with the dragon, they discover the he 
has transformed back into a human again. 





in tHe ceLLs 


After Princess Nina has let Sunder and Balio escape, 
approach the cell door and examine it. You’re given the 
choice to either shout for the guard, or to try and break 
the door. After two attempts at the door, it comes off 
its hinges and falls to the floor. Now head into 
Sunder’s and Balio’s old cell and take the Skill Ink, 
then use the diary to save your game before heading 
down the stairs after Nina. 

At the bottom of the stairs you’re confronted by Sunder 
and Balio again. This is another battle that you can’t 
win, so don’t waste any items or magical abilities on 
them. When Ryu regains consciousness, he finds Nina 
by his side, who eventually decides to join him. Now 
head to the end of the room and down the stairs to 
reach the Graveyard. 

tHe cRaveyaRD 

Once in the Graveyard, head north-west to the 
gravestone located at the end of the long stone path. 
Walk up to the gravestone and read the inscription on 
it, it says you need to answer all the questions on the 
other seven gravestones correctly before you can 
proceed any further. There are a total of eight 
gravestones within the Graveyard, but you must ignore 
the one that is located furthest to the south at the top 
of the long dirt slope (it’s positioned to the side of the 
torch). Now walk around the Graveyard and examine 
the seven gravestones and answer the questions by 
choosing the answers that are highlighted in green. 
Once you have completed this task, return to the 
gravestone along the stone path and examine it again, 
then choose ‘yes’ to answer the question. Ryu and Nina 





now fall down a hole and find themselves next to a 
treasure chest. Open the chest to receive Light Bangle, 
then head south-east and then north-east to the ladder. 
Climb the ladder to collect the Glass Domino from the 
chest above then head over to the eight gravestone at 
the top of the dirt slope and answer the questions in 
this order: 


Answer #1 
Answer #2 
Answer #3 
Answer #4 
Answer #5 
Answer #6 
Answer #7 


‘Red’ 

‘Climbing’ 

T 

‘Is’ 

‘Look’ 

‘Beneath’ 

‘This’ 


Once you have done this correctly, Ryu and Nina fall 
down another hole. Now walk to the left to fall down 
the next hole which takes you to the Royal Tomb. After 
Ryu has informed Nina of Rei and Teepo, follow the 
path south-west to reach the walls of Wyndia Castle. 


WVNDia tOWN 

Walk around the town and talk to everyone you 
encounter then use the shops to replenish your 
supplies and to equip your characters with better 
armour and weapons, before make your way over to 
the fountain and talk to the children there. After a brief 
conversation with them, you join in their game of hide 
and seek. Here is where you have to look in order to 
find them. The first child is located in front of the 
medical centre, the second and third children can be 
found on either side of the item shop (the building with 
three doors), and the fourth child is hiding behind the 
tree on the upper level. Once you have uncovered all of 
them, they tell you about a thief (who fits the 




description ofTeepo) who was chased out of town and 
was last seen heading towards the castle. Leave the 
town via the main entrance to reach the Main Map then 
head north through the woods and towards the castle 
until a question mark appears above Ryu’s head. Enter 
this area then walk up to the castle wall where you find 
a treasure chest that contains a Vodka Shot. Now 
return back towards the town, then follow the path that 
runs between the two walls to reach your next 
destination. 

Continue along the path and enter the hut at the end. 
Inside, you meet Durandal who asks your characters if 
they wish to become his apprentices. Make Ryu and 
Nina agree to this before making your way back to the 
Main Map and then heading for Eygnock Rock. Enter 
the house when you arrive at Eygnock Rock, then get 
ready to be confronted by Sunder and Balio again. Take 
the clothing from the wardrobe then exit the house to 
begin the fight. Once again Ryu regains conciseness 
and finds himself tied up in the back room of a pub. 
After Nina has managed to freed herself and Ryu, they 
decide to make their escape. 

While outside the pub, have a look around the town of 
Genmel, and use the shops as required before leaving 
the town and returning back to the Main Map and 
making your way north to Mt. Boumore. 

mt. BQumoRe 


From the foot of the mountain, follow the path to the 
hut at the top, and talk to the two men stood outside. 
Once the conversation has finished, collect the Bend 
Sword from the cupboard then head through the north¬ 
east door to get some rest. Once Ryu and Nina are 
awake, try to head back through the previous door into 




the main room. Unfortunately, the door is locked, and 
to make matters worst Sunder has arrived. Head 
through the other door to reach the lift that Ryu and 
Nina needs to use in order to make their escape across 
the mountains. Approach the control panel and 
examine it to operate the lift before Sunder has a 
chance to catch Ryu and Nina. 

When the lift docks, climb off and walk down the stairs 
then proceed to the gate. On discovering that the gate 
is locked, follow the lower path to collect the Life Shard 
from the sack, then return to the gate and proceed 
along the path that leads up the side of the mountain. 
When you reach the end of path. Sunder appears and 
begin another attack, but before he can get close 
enough, Ryu and Nina decide to make a jump for it. 

Once Ryu and Nina are back on their feet, head to the 
Main Map and then to south-west until the question 
mark appears above Ryu’s head. Enter this area to collect 
the Reverse Gene from the forest floor. Now return to the 
Main Map then make your way to the Tower. 

tHe toweR 

Approach the man sat on the floor and talk to him. He 
has various items to sell, so stock up if required. Now 
explore the rest of the outside area before venturing 
into the Tower. As you make your way around the 
corridors, you eventually come to a door where a small 
orange creature appears, and then disappears after an 
explosion has taken place. Follow him into the room 
where you meet Momo, who eventually joins Ryu and 
Nina. Save your game when given the opportunity, 
then exit the room and head further along the corridor 
and enter the next doorway. Examine the two 
bookcases, then look at the plaque on the wall. This 




tells you about the tile puzzle on the floor. In order to 
solve the puzzle and open the door in the corner, you 
must walk on the tiles to turn the grey. Only when all 
the tiles have been turned to grey does the door open 
and allow your to enter the next room and collect the 
Skill Ink, Flame Chrysm and Ice Chrysm from the 
chests. Once you have solved the puzzle and taken the 
items from the chests, head out into the corridor and 
follow it up to the next level. 

Enter the door at the end of the corridor, but don’t walk 
to far into the room, otherwise the floor opens up and 
your characters fall into the trap and down the level 
below. What you need to do here, is to adjust the cubes 
to deactivate the trap. Examine the second cube and 
press the switch then examine the fourth switch and 
press the switch. Now walk across the floor and up the 
stairs then head into the next room. Continue along the 
corridor and through the next door, where there is 
another puzzle to solve. First, pull the blue switch then 
walk across to the opposite door and search the two 
rooms. In the first room, examine the bookcase to learn 
about Chrysm Beam, then enter the second room and 
collect the 800 zenny from the chest before returning to 
the levers. Pull the blue lever again and then the red 
one to move the platforms to and allow you access to 
the next doorway on the western side of the room. 

Enter the doorway and follow the corridor to the next 
room which contains Moon Tears hidden in the chest. 
Once you have the Moon Tears, return to the levers and 
use them to make your way across to the stairs on the 
opposite side of the room. 

Head up the stairs and along the corridor to the next 
room. Inside, step onto the grey tile to be transported 
across to the opposite platform, then continue up the 
stairs to the grey crystal. Using Nina special action, you 



must charge the crystal in order to activate the red tile 
which allows you to reach the two chests and the exit. 
Here’s how many times you need to use Nina’s wand in 
order to reach the Breastplate and Ivory Dice from the 
chests and finally the exit. 

Chest #1 Use wand two times 

Chest #2 Use wand six times 

The Exit Use wand eight times 

Once you have used the red tile to make it across to the 
exit, continue along the corridor and enter the first 
room you come across. Collect the Bamboo Rod from 
the chest then exit and head up the stairs to the next 
room. Inside the room, you notice there’s a red laser 
beam blocking your path. Use Nina’s wand to hit the 
crystal and remove the laser beam then proceed further 
along the room to the next laser beam and hit the 
crystal again. Repeat this method to make it past all of 
the laser beams and to reach the next door which takes 
you into the library. 

Walk up to the desk in the library and examine it to find 
a hidden switch. When asked if you wish to push it, 
answer yes. This moves two of the bookcases to one 
side and a rocket soon appears. Once your characters 
have grabbed hold of the rocket, it takes off and takes 
them to safety. After landing some where in the forest, 
search the surrounding area for the Thorn gene, then 
walk out of the area to reach the Main Map. 

tHe coffee shop 

Once back on the Main Map, head north to the Coffee 
Shop. As your party approached the Coffee Shop, 
they’re seated by the waitress. After the long 
conversation with Palet, Momo agrees to got to the 




Plant to offer her assistance. Now enter the Coffee 
Shop and talk to everyone inside before examining the 
chest of draws and taking the Vitamin that is hidden 
there. Get some rest if required, then leave the Coffee 
Shop and head back to the Main Map and then west to 
the Plant. 


tHe pLaNt 

When you get to the Plant, choose Moma as your main 
character, then walk around outside and talk to 
everyone before entering the wooden shop and 
collecting the zenny and Healing Herb from the 
cupboards upstairs. Now exit the shop and head to the 
blue switch. Use the switch to change the direction of 
the conveyer belt then step onto it. Continue to use the 
following conveyer belts to reach the Palet (who is 
located in the centre of the Plant), who tells you about 
the mutant at the disposal area. After agreeing to look 
at the mutant, enter the grey building and take the 
Healing Herb and Vodka Shot from the cupboards 
before returning to the Main Map and then heading 
west to the Dump, at the base of the mountain. 

tHe pump 

Once inside the cave, make your way to the blue lever in 
the centre and push it twice; make sure that none of your 
characters are stood on the conveyer belt otherwise the 
lever will not work. Next, walk across the conveyer belt 
to collect the 1200 zenny from the chest on the other 
side of the crates, then head back to the cave entrance 
and continue up the slope to the second chest, it 
contains a pair of High Boots. Now use the drop spot to 
jump down, then head west and through the door and 
make your way south to the two levers near the lava 





pool. Push the red lever eight times to move the crates 
on the conveyer belt, then head up the slope and along 
the path to the chest. Take the Artemis’ Cap from the 
chest, then head back past the levers and into the hole in 
the wall. Once through the hole, you’re confronted by the 
mutant you’re looking for. Once the mutant is defeated, it 
asks you to finish it off. Pull the red lever to activate the 
conveyer belt which in turn drops the mutant into the 
lava pool. After your characters meet Peco, and he joins 
your group, exit the Dump and head for tree area to the 
east of the Plant. Make sure that Peco is in your group 
before you enter. A question mark appears above Ryu’s 
head when you get there. 

Approach the large tree at the end of the path, and let 
Peco talk to it. Once the conversation has ended, return 
to the Main Map and then the Plant to meet Palet. After 
you stay at the Inn, your group is hidden in a hay cart in 
an attempt to return to Wyndia. Unfortunately it’s a set¬ 
up and they’re eventually taken to the Arena at Genmel. 

tHe aReNa 

Once you have persuaded Sunder and Balio let you 
enter the Championship, leave the room and walk 
outside to the shop. Stock up on weapons, armour and 
items, then head back inside the building and proceed 
to your changing room, it’s the first one in the hall 
where the four Dodais are standing in a line. Inside the 
changing room, take the Coin from the second locker, 
then talk to the girl dressed in the bunny girl outfit. She 
tells you the rules of the Arena, and then asks if you’re 
ready to fight. The fights in the Arena are fairly tough, 
so if at first you don’t succeed, try, try again. 

After entering and winning in the first two Arenas, Ryu 




is eventually be forced to face Garr, the Champion. Ryu 
doesn’t stand a chance against Garr, so don’t waste 
items or magic on him. Once the battle has ended, Garr 
decides his prize will be Ryu and his party. Sunder and 
Balio eventually agrees to this and let the entire party 
leave Genmel. On leaving the Arena and returning to 
the Main Map, then head north to the Maekyss Gorge. 

maekvss coR.ce 

As you attempt to cross the bridge, Sunder and Balio 
trap you and decide it’s time to deal with Ryu and his 
friends for once and for all. After battling the three 
mercenaries, Garr makes an appearance and decides to 
join you in the fight against Sunder and Balio. After 
defeating the Stallion that Sunder and Balio 
transformed into, walk down the path to reach the 
house below the bridge, there, you find the Frost gene. 
Collect the gene then return to the Main Map. 

Place Peco in your party then head west to the tree on 
the other side of the mountain. When you get there, 
approach the tree with the bird that is sat on the top of 
it and use Peco to hit the tree. This makes the bird fly 
off and cause a Flower Jewel to fall to the floor. Once 
you have the Flower Jewel, return to the Main Map then 
head for Wyndia Castle. 

wvNDia castLe 

When you reach the castle, make sure Nina is in your 
party then head to the upper balcony and use Nina to 
talk to the guard who is stood by the main door. After 
the feast has taken place and you are left controlling 
Nina, take the 120 zenny from the cupboard then head 
down the stairs and enter the dining room to the left. 
Talk to the waitress who’s stood next to the broken 





plate then after the conversation has ended, follow 
Honey up the stairs to the left of the dining room, 
where you come across the queen, who is being 
attended by two servants. After talking to the queen, 
head back down the stairs, and proceed back towards 
Nina’s room and then down to the lower levels of the 
castle. In the Wine Cellar, below the Kitchen, you find a 
mouse hiding behind the row of wine barrels. Talk to 
the mouse to receive some cheese then look behind 
the barrel at the end of the row to locate Honey again. 
Talk to Honey, then follow her back to Nina’s room and 
out onto the balcony. When you finally catch up with 
Honey, they jump from the balcony and float down to 
the ground below. After locating your other characters 
and finding yourself back on the Main Map, head east 
to the Checkpoint. 

easteRN LaNDS 


Once through the Checkpoint, head north to the lone 
house and enter this area, then walk down the stairs 
behind the house to reach the beach where you find 
the Thunder gene. Use Ryu to collect the gene, then 
enter the house and collect the Life Shard from the 
cupboard before returning to the Main Map. Now head 
south-east to the port town of Rhapala; it is situated by 
the four blue-roofed buildings. 

Once in Rhapala, enter the shop to stock up on 
weapons, armour and items as required, then enter the 
Inn and head down stairs to talk to Sinkar, the 
Guildmaster. He’s sat nearest the bar, and tells you to 
talk to his daughter, Shadis. Exit the Inn and make your 
way north-west along to the Wharf where you find 
Shadis; she is watching Iggy flexing his muscles. 

After the conversation with Beyd has finished, return to 




the entrance of the docks and talk to Shadis again, 
then head back to the Inn to talk with Sinkar. Once he 
has told you that the road is impassable, exit the town 
to find yourself back at your camp. 

Once Nina has asked Beyd if he wants to marry Shadis, 
head back to the Wharf and find Beyd. When it has 
been decided that you wilt help train Beyd, he walks off 
and goes back to work. Follow him and talk to him 
again; this time he agrees to your proposition and 
allow you to train him. Beyd now gives you 1000 zenny 
to buy weapons and armour for him, but don’t spend it, 
just let him use the equipment you already have. Talk 
to Beyd again and let him know that you are ready to 
begin the training, he then tells you to meet him in the 
town square at night. 

towN souaRe 

When meeting Beyd in the town square for the first 
time, talk to him as this gives you a menu of options. 

The first thing you need to do is to make sure that Ryu, 
Nina and Peco are in your group, then remove all of their 
weapons and armour. Next, place them in a formation 
so that Nina and Peco are positioned at the front, and 
Ryu at the rear. This way you can use Nina and Peco to 
do your attacking, and Ryu to heal any serious wounds. 
Now equip Beyd with the best weapons and armour that 
you have; this helps him to inflict more damage on your 
characters and to increase his attacking strength. 

After the first bout of training, your party find 
themselves back at the Main Map. Use this opportunity 
to heal your party members, before returning to the 
Wharf and talking to Beyd to begin the training again. 
You need to repeat Beyd’s training several times before 
he is strong enough to take on Iggy. 




For the first few rounds, just sit there and defend while 
using Ryu to heal serious wounds, then as Beyd starts 
to improve his attacking skills, begin to attack him. Try 
to attack Beyd while he is defending as this greatly 
improves his defensive skills. 

When you feel that Beyd is strong enough to take on 
Iggy, choose the Lighthouse option the next time you 
approach Beyd, when he is stood on the Wharf. If Beyd 
manages to lose the fight against Iggy, you need to 
continue the training. 

tHe LicHtHOUse 

Once you have battled against Iggy and won, rest your 
party and replenish their supplies then head out onto 
the Wharf and talk to Beyd before continuing to the 
Lighthouse. After crossing the bridge, head up the 
stairs and ladders until you come to the large door 
that’s located at the top in the north-east section. 
Proceed through the door and search the area until you 
find the chest that contains the Flame Chrysm. Once 
you have the Flame Chrysm, head to the boiler room on 
the lower level and place it into the boiler then walk 
over to the switch on the far wall and pull it once to fire 
up the boiler. You now need to pull the level a second 
time, when the monitor indicators light up, in order to 
open the main valve. If you are unsuccessful at opening 
the main valve, you have to make your way to the small 
outside area to collect more Flame Chrysm located in 
the chests there. 

When you have started the boiler and the main valve is 
open, explore the remaining rooms and operate the 
other valves to complete the circuit and to guide the 
Chrysm energy up onto the roof. Once this has been 




accomplished it’s time to make your way up and onto 
the roof, but before you go get ready for battle as 
Gazer, the giant eye soon attacks your party. 

After defeating Gazer and making it onto the roof, 
collect the Eldritch Gene then activate the final lever. 
Shortly after this you receive a Tiara from a faerie which 
will allow you to enter the Faerie Realm. Now return to 
the Main Map and proceed to the ring of flowers that 
are located just outside of Rhapala. 

tHe faeRie ReaLm 


Once you have entered the Faerie Realm, walk up the 
slope and enter the house then talk to the faeries 
there. They tell you about a terrible monster that has 
been troubling them, and towards the end of the 
conversation, you agree to help. Exit the house and 
head south-west to reach the beach then approach the 
waters edge and wait for the monster to appear. 
Eventually a dolphin appears and the faeries tell you 
the dolphin is the monster they where telling you 
about. After a brief conversation, the dolphin shows its 
true self and begins an attack on your party. Once you 
have managed to defeat the dolphin, return to the 
house to talk to the faeries before returning to the ring 
of flowers and the Main Map. 

Restore your party’s health as required then place Peco 
in your group before heading towards eastern Wyndia 
and the Coffee Shop. When you reach the Coffee Shop 
area, don’t enter it. Instead head north-east into the 
section of trees and enter the ’?’ area. Once inside, use 
your main character to cut down the three bushes that 
are blocking your path to the pond, then make Peco 
your main character and use him to run into the nearby 
rock so it flies into the pond and makes a splash. If you 




don’t make a splash with the rock, Meryleep the faerie 
won’t appear, so you need to leave the area and re¬ 
enter. When Meryleep does appear, give her the Flower 
jewel (you should have collected it when Peco bashed 
the tree earlier on in the game) in exchange for her 
services to master you, then search the area for useful 
items before returning back to the Main Map. 

Head back to the Wharf at the town of Rhapala and talk 
to Beyd then head to the Inn and talk to Sinkar in the 
bar below the Inn; he gives you a letter that allows you 
to use a special short cut in order for you to continue 
on your journey. Now exit the town and return to the 
Main Map then head to Temple that’s located in front of 
the Volcano to the east. 

tHe voLcaNQ 


Climb the first set of stairs that lead up to the Temple, 
then follow the path around to the right and up the 
Volcano until you locate the cave entrance. Enter the 
cave and follow the path inside around to the area 
where the Chrysm is located. It’s possible to walk 
across the lava and collect the Chrysm, but you need to 
keep an eye on everyone’s health. When you approach 
the narrow path between the large lava pool, you’re 
confronted and then attacked by an old man and two 
giant lava monsters. Once you have dispatched all 
three of them, exit the Volcano to return to the Main 
Map. While wandering around inside the volcano, 
watch out for the lava flow and steam jets inside as 
they injure your party members. 

Camp and restore your characters’ health then make 
sure Garr is in your party before heading north-east 
and entering Urkan Tapa. It’s the block-shaped city. 
Enter the first door to the right and climb the stairs 




then talk to the priest called Hondara. He aligns your 
party if they are ready. Continue up the ladder then use 
Garr to push the boulder aside before entering the 
doorway and talking to the priest inside. Now exit 
Urkan Tapa to find yourself back at camp, where you 
learn a little more about Garr. 

aNceL toweR 

When you re-appear back on the Main Map, head to 
Angel Tower, it’s the pyramid shaped temple east of 
Urkan Tapa. Make sure that Garr is in your party before 
entering, then use the path and drop spots to reach the 
stairs on the other side of the temple, remembering to 
collect the items from the chests as you go. When you 
reach the stairs, follow then down into the hole where 
you see a naked lady sealed in a dome of energy. Now 
head back up the stairs and continue to the top of the 
temple and enter. 

Follow the next set of stairs down then follow the path 
to the left where you find a dead end. On the wall you 
notice a section that looks rather weak. If Momo is in 
your party you can use her special power to break the 
wall down collect the items from the chests hidden 
inside, otherwise you have to return here later with her. 
Now head back past the stairs and continue along the 
path down through the temple until you reach the large 
rock. Use Garr to push the rock back and to the left so 
that it creates a bridge allowing you to collect the 
armour from the chest above. Once you have the 
armour, return to the area where the rock was originally 
located then proceed through the doorway to the right 
and continue down the stairs. 

In this next area, you must use Garr to push the three 
blocks into position so you can head across the 




walkway to reach the stairs on the right that are leading 
down to the area below. On reaching the area below, 
your third party member is asked to wait there while 
Garr and Ryu proceed. 

tHe DRaCON SPIRlt 

After you have left your third party member behind 
and regained control of Ryu and Garr, walk up to the 
small pyramid and examine to two plagues on either 
side of it. Upon reading the second plaque, energy 
starts to rise from the dragon bones that are scattered 
on the lower floor and a dragon eventually 
materialises. Once things have settled down, Garr 
suddenly draws his weapon and attacks Ryu. After 
finishing the battle and defeating Garr, a rockfall 
begins and the screen fades into darkness. 

After Ryu regains consciousness from his dream of 
visions, Garr is there to give him a bag of clothing. 
Once Ryu has put the clothes on, leave the dark 
section of the mine to meet up with Garr in the next 
section. After talking with Garr, proceed south-west 
to the lift which can be used to reach levels Bi and 
level B2. Use the lift to explore level Bi first and to 
collect all available items, then head to level B2 and 
continue along the passage to the room with the 
mine cart tracks. 

On entering the room you also notice a mine cart filled 
with TNT. Here you must use the levers to adjust the 
points on the track so that Garr can push the TNT cart 
into the boulder that is blocking your exit. When the 
boulder has been destroyed by the TNT, a 
supernatural entity appears and turns into a dragon 
zombie, which then decides to attack Garr and Ryu. 

On defeating the dragon zombie, you’re rewarded with 




the Shadow gene and then the Fusion gene. Now 
continue through the exit that was previously blocked 
by the boulder and continue along the passage until 
you come to a room with a lever in it. You must pull 
the lever three times in order to raise the platform 
that’s outside allowing you to continue along the 
passage to the exit. 

As you exit the mine one of the mine workers 
approaches and suggests you go and see the foreman, 
so head down the slope and enter the building on the 
left. After talking to the foreman, leave the building 
then head through the gate to return to the Main Map 
where you see another cut scene. 

ocRe Roap 

Once your party has rested and you’ve saved your 
game, head south-west through Dauna Hills to the 
wooden platform between the mountains. This small 
town is know as Syn City. In Syn City, purchase any 
items required then exit the town and return to the 
Main Map, now head north-east to the bridge and then 
south to Ogre Road. When you reach Ogre Road you 
can’t travel any further, so enter the forest area and 
continue south towards the exit. Use Ryu’s special 
action to chop down the three bushes that you come 
across. These are Horseradish plants that you need 
later on in the game. 

Once you have the Horseradish plants, collect the items 
from the chests that are scattered around this forest area 
then head south towards the exit where you encounter a 
Weretiger. After you have inflicted a certain amount of 
damage to the Weretiger and it has made its escape, 
continue south and exit the forest and Ogre Road. 




VRaaLL ReciON 

Once back on the Main Map, you’re in Yraall Region. 

Head south-west to the mountain range called Mt. Levett 
and enter the area there. Search the area for chests and 
items then head east to exit Mt. Levett and return back 
to the Main Map. Continue along Yraall Road until you 
can’t go any further then enter Yraall Road to discover 
that a road block has been set up. Talk to the knight who 
is stood at the road block to discover what is happening 
then proceed north and into McNeil Village. 

After Garr suggests you get some rest, make your way to 
the Inn and talk to the Innkeeper who’s stood outside. 
Once you have had a good nights rest, leave the village 
and head north to Cedar Woods and to the tree house 
where Ryu used to live with Rei and Teepo. It is here 
where you discover the Weretiger you fought in Ogre 
Road was your old friend Rei. When the conversation 
with Rei has finished, return to the Main Map. 

Now head south to the farm and enter the area then 
follow the path east towards McNeil mansion where you 
see McNeil himself who has been tied up and is being 
led away by a group of Wyndia guards. You soon 
discover that the Wyndia guards are under the command 
of Nina. Once the guards have been given their marching 
orders, Nina eventually recognises you and decides to 
re-join your party. Now exit this area and return to the 
Main Map then proceed to Syn City and enter. 

Once back in Syn City, you notice there’s blood 
everywhere and many of the people have been hurt or 
killed. Walk around to the other side of Syn City and 
enter the doorway then talk to the injured man inside 
who’s leaning against the rear wall. He tells you the 




person who caused all this damage was last seen 
heading north-west towards the checkpoint. Collect the 
item from the chest located in this room then exit Syn 
City and proceed north to the checkpoint. 

tHe cHeckpoiNt 

On arriving at the Checkpoint, the Weretiger soon 
appears and changes into Rei before beginning an 
attack on a man who is stood directly in front of the 
checkpoint. While you are talking to Rei, the man 
transforms into a mutant creature and strikes Rei to the 
ground. At this point another battle begins between 
your party and the mutant creature. During this battle, 
it is best to heal Rei and use his abilities to help defeat 
the creature, otherwise it becomes a lengthy and 
difficult battle to win. Once the battle is over and Rei 
has joined your party, enter the nearby house and Rei 
him to pick on the locked door inside. Enter the room 
beyond and collect the new fishing rod from inside then 
return to the Main Map and make your way to Eynock 
Road that’s located in front of Wyndia Castle. 

tHe pLaNt 

On arriving at Eynock Road, your party decides to pay 
another visit to the Plant, so return to the Main Map 
and head back to the Plant and enter. On arriving at the 
Plant, use the levers and conveyer belts to make your 
way into the centre of the Plant where you first met and 
fought Peco. It’s here where you party is reunited with 
Momo and Honey, who also soon joins your party. After 
a spending the night at the Plant, Momo tells you Peco 
is alive and well, and spent a lot of time with Yggdrasil 
the Tree of Wisdom. On hearing this, leave the Plant 
and return to the Main Map then head east to the lone 
tree to locate Peco. 





Enter the area near the tree when the *?’ appears above 
Rvu’s head then approach Peco and let Momo talk to him. 
After Peco rejoins your party, leave the area and return to 
the Plant and proceed towards the upper-left section 
where the two greenhouses are located. When you arrive 
at the greenhouses, you discover they are filled with 
Chrysm gas which has to be released before any damage 
is caused. Proceed up to the ledge above the 
greenhouses and take control of Peco, then use his 
special ability to move the rocks so that they are 
positioned over the two # spots on the ledges. Once 
they’re in place, Peco must use a run up and push the 
rocks off the ledges and through the roofs of the 
greenhouses. Note: when using a run up with Peco, he 
able turn corners without losing his momentum, which is 
what you have to in order to hit the rock hard enough to 
smash the roof on the second greenhouse. Once both 
roofs have been successfully smashed, enter the building 
where the green Chrysm gas is coming out of the 
chimneys and use Momo’s special action to shoot the 
furnace that’s positioned on the back wall to uncover a 
hidden room and a ladder that leads to a new area below. 

uNDeRCRQUND pLaNt 


On arriving at the area below the Plant, you notice 
there are numbered locked doors. To unlock these you 
need to use Momo to access the corresponding 
computer terminal with the correct password. From the 
bottom of the ladder, head east until you reach the 
computer control room then use Momo to examine the 
computer terminal that has Y displayed on the screen. 
Fortunately you don’t need the password for this first 
computer terminal as Momo is able to guess it. Once 
the password has been fed into the computer, all the 
corresponding doors with Y on them are unlocked. 
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Head out of the computer control room and make your 
way through the first and then the second door that 
you have just been unlocked to reach a room that has 
another computer terminal in it. Proceed down the 
stairs in the lower corner where you enter a room filled 
with radiation. Because of the radiation, your party can 
only spend a limited amount of time in there before 
they’re returned to the entrance. Once inside, quickly 
walk up to the top left plant box and examine it to 
discover the password required for the second 
computer terminal to unlock the corresponding doors. 
As soon as you have the password, return to the 
computer control room and use Momo to access the 
computer with ‘2’ displayed on the screen. 

After inputting the password and unlocking the 
relevant doors, the computer terminal near the 
radiation room becomes accessible. Make your way to 
this terminal and use it to unlock the nearby door. 
Proceed through the door and collect the armour from 
the steel box, then return to the previous room and 
then through the next two doors that have ‘2’ on them. 
Walk up to the blue lever and pull it then return to the 
previous room and descent the stairs located in the left 
corner of the balcony that your are stood on. 

At the bottom you can walk along the vent ducts that 
run above the rooms below. Follow the ducts upwards 
until you find the memo on the top of the machinery, 
then once you have read the memo, return to the area 
where you first climbed onto the ducts then continue 
through the door behind the crane. 

In this room there are more ducts and a conveyer belt 
that leads to an upper area. Walk around behind the 
ducts to find another memo on the floor then once you 
have read it, follow the ducts upwards and to the right 



where you eventually find the Force Dragon gene. Use 
Ryu to collect the gene then return to the conveyer belt 
and use it reach the next area. Proceed through the 
door there and collect the weapon from the chest then 
use the second conveyer belt to continue your journey 
back to the control room. 

Use Momo to enter the password into the third 
computer terminal to unlock the corresponding doors 
then head to the main hallway and enter the door with 
‘3’ on it. Inside, inspect the three lower Chrysm 
pressure terminals then walk to the door at the rear of 
the room. As you approach it you hear a loud rumbling 
sound and then green gas starts to be emitted. Make 
sure your party are equipped properly before 
proceeding through the door as they’re attacked by a 
giant slug creature. Once you have dealt with the slug, 
return to the previous room and head up the stairs to 
the left. Read the yellow book there then inspect the 
two Chrysm pressure terminals before collecting the 
Wisdom Ring from the chest and then returning back to 
the computer control room. 

Once back in the computer control room, use Momo to 
access and enter the password into the fourth terminal. 
She is now given a choice of combinations to choose 
from. Firstly select ‘other’, then select the option ‘1-3-2- 
5-4’. On choosing this number, all the number ‘4’ doors 
are unlocked. Now proceed through the first ‘4’ door 
then proceed across the duct and descend the ladder 
on the other side. At the bottom of the ladder you see 
Palet, who is about conduct his weird experiment, but 
as your party approaches he explains he is trying to 
resurrect his dead mother! 

Soon after, Palet mutates into a large mushroom 
creature with a giant brain, and begins an attack on 



your party. Once he has been defeated, pull the lever to 
stop the generator and Palet’s experiment then exit the 
room and make your way out of the building. Now head 
back to the Main Map where you encounter another 
automatic camp scene in which Momo decides to 
journey East with your party. 

wyNDia castLe 

Return to Wyndia Castle where Nina, Rei and Ryu enter 
the castle grounds regardless of who is in your party. 
Once on the grounds, Nina asks Rei to accompany her 
into the castle while Ryu waits outside. Follow the 
stairs up to the Castle entrance and have Nina talk to 
the guard then proceed inside where Nina and Rei are 
brought up in front of the king. After talking to the king, 
head up the stairs to the left and have Nina talk to her 
mother, the queen. 

Once the conversation has ended, return back down the 
stairs where Nina suggests going down to the kitchen. 
At this point, Honey comes down the stairs and is 
picked up by Nina. Now walk up the stairs where you’re 
sent to the dining room to collect the passports the king 
has prepared for them. After the argument, Nina and Rei 
decide to run off but are trapped by the guards blocking 
the door. When Honey runs off, follow her down into the 
kitchen and then down again into the cellar below. Once 
in the cellar, continue to follow Honey down the ladder 
to the level below where you need Rei to use his special 
skills to unlock the door. Quickly head through the door 
then watch Honey as she operates the teleportation 
device that’s there, then use the teleportation device to 
make your escape. When Nina and Rei appear on the 
destination teleporter, climb up the ladder and exit the 
hut then proceed back towards the Main Map and 
another automatic camp scene. 




Once you have chosen your party members, enter the 
checkpoint located by the bridge that runs from Eastern 
Wyndia to the Rhapala Region. Once inside, approach 
the guards at the entrance and talk to them in order to 
continue across the bridge. After crossing the bridge 
head into the Rhapala Region and then enter the port 
town of Rhapala. While there, seek out Shadis who’s 
located at the rear of the docks and talk to her, then 
return to the Main Map and proceed to Urkan Tapa. To 
reach Urkan Tapa this time, you don’t have to go 
through Mt. Zublo as the path around it is now clear. On 
the other side of Mt. Zublo, continue south-east to 
Angel Tower 


fzuaRDiaN caist 

Enter Angel Tower, making sure that you have Garr in 
your party, then when you reach the top of the tower 
Garr begins to pray to the gods. At this point, the sky 
grows dark, and Garr is told in order to speak to god, 
he must first resurrect Deis. But in order to release her 
he must first seek out guardian Gaist. Once everything 
has returned to normal, leave Angel Tower and return to 
the Main Map. 

Proceed to Urkan Tapa and have Garr talk to Sudama 
again as he gives you some information about guardian 
Gaist then return to the Main Map and make your way 
south-west and follow the path that runs along shore 
until you come to the Tidal Caves. The Tidal Caves are a 
series of caves that are affected by the high and low 
tides of the sea. Enter the Tidal Caves and walk past the 
fisherman who is sitting on the ground next to a cave 
entrance, eating his lunch. As soon as you pass the 
fisherman, the ground begins to rumble. This rumbling 
is the tide going out. Make your way through the caves 
collecting all the items from the chests that are 




scattered around, you will need to rely on the tide to 
access all the chests as well as using Ryu’s special 
ability to cut the ropes that the rafts are tied to. When 
you have successfully make your way through the 
caves, you will come across the Gross Dragon gene. 

Use Ryu to collect it then proceed along the path to 
return to the Main Map. 

Continue south along the path until you reach the 
village called Cliff. Make sure that Garr is in your party 
then head into Cliff and make your way to the cave 
that’s located to the west, it is here where you find 
guardian Gaist. After the long conversation with 
guardian Gaist, Ryu needs to re-enter the cave and 
battle against Gaist. During this battle, it is best to 
destroy the two flames positioned on either side of Ryu 
before concentrating on Gaist himself as they have the 
ability to heal him. Once guardian Gaist has been 
defeated, Gaist tells you what you need to know about 
Deis and how the seal at Angel Tower can be broken. 
Your other party members now enter the cave and Garr 
sits next to Gaist as he dies and turns to ashes. 
Examine the ashes to collect Gaist’s spear, the Beast 
Spear, then return to the Main Map and proceed back 
to Angel Tower. 

Deis Revivep 


On entering Angel Tower, make your way across to the 
stairs on the right then follow them down to where the 
naked lady is sealed in an energy dome. The lady is in 
actual fact Deis, and as your party enters the seal is 
unlocked and Deis is revived. Once she has awakened 
and told Ryu more about the Broods past, Deis tells 
you to travel to Mt. Zublo where she’s waiting at the 
base. Once she has vanished, exit Angel Tower and 
head straight for Mt. Zublo. 




Head into the main entrance when you arrive at Mt. 
Zublo, then follow the path until you reach the large 
plaque. Use Garr to inspect the plaque which then 
begins to emit energy just before Ryu is dematerialises 
and sucked into the chamber beyond. Once in the inner 
chamber, Deis, who is now in her true form, walks out 
of the shadows and steps onto a platform in the centre 
of the room where she address Ryu. It is at this point 
you’re given a choice. If you choose the bottom choice 
you’re offered Deis’ services later on in the game. 
Shortly after this, Garr appears next to Ryu and Deis 
then proceeds to give Ryu the power Prana, which 
points Ryu in the direction of the gods. Once Deis has 
disappeared, Ryu and Garr are send back to the 
temple’s inner walls; now make your exit and return to 
the Main Map. 


TUNk tOWN 

After leaving the Cave of Ages at Mt. Zublo, make your 
way back to the Urkan Region then proceed to Junk 
Town which is surrounded by three piles of rubble and 
is located to the north of Urkan Tapa. Once in Junk 
Town, use the shops to buy any required items then 
continue down to the lower level and talk to Beyd, 
who’s near the exit. The guard there directs Beyd and 
his crew to the docks, which is through this lower exit 
and to the west, so after hearing this information from 
the guard, Beyd and company leave Junk Town through 
the lower exit. Now exit Junk Town and follow Beyd 
west to the Docks. 

Make sure that Momo is in your party before entering 
the Docks, then proceed to the boat that is docked at 
the end of the walkway. As your party approach, they 
hear Beyd saying that the boats engine is damaged and 
is unable to set sail. At this point, Beyd notices your 
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party and Ryu steps forward to speak with him. Once 
you regain control of your characters, have Momo talk 
to Beyd. She suggests taking over the ship’s engineer 
and then goes so see what the problem is. Shortly after 
this, Momo shows Ryu a diagram of the parts that she 
need to repair the boat with. After receiving the 
diagram, the mechanic suggests asking the Guildmen 
where the best places to find the necessary parts are, so 
return back to the Main Map and then proceed to Junk 
Town. As you journey back to Junk Town, you’re asked to 
replace Momo as she decides to remain on the boat. 

When you re-enter Junk Town, head to the second 
building on the left and enter. Talk to the man on the 
other side of the table as he is the Guildmen and tells 
you the best place to look for the parts required to 
repair the boat as well as giving you permission to 
enter Steel Beach to look for them. Once the 
conversation has ended, exit Junk Town via the 
southern exit then head north and then south-west 
until you reach the peninsula. Enter the wooden house 
that is located here then walk around the back of the 
sheet that is hanging down to find the Dragon gene. 
Use Ryu to collect the gene then exit the house and 
head back towards the Dock and Junk Town. 

Just before you reach the Dock and Junk Town, head 
north to the cave entrance and enter. This will take you 
to Steel Beach where you find the boat parts you need. 


steeL BeacH 


On enter Steel Beach, you’re asked by the guard if you 
have had permission from the Guildmen. Once Ryu 
informs the guard, proceed through the next entrance 
and out onto the beach then head north and then east 




until you reach the shore and the Mutant Dragon gene. 
Use Ryu again to collect the gene then locate the 
foreman, he’s the large bull, and use Garr to talk to him. 

The foreman says that he helps you find the parts 
needed, but only if Garr beats him in a rope-pulling 
competition. In order to win the competition, you must 
pull the rope by pressing # when the monkey raises 
the red flag, but when the monkey raises the white flag, 
it is the foreman’s turn, and during this time you must 
not pull the rope 

otherwise you’re disqualified. You must also keep the, 
distance of your rope and the distance of the foreman’s 
rope no more than two meters apart or the competition 
ends. Just before the competition is about to begin, 
you’re asked if you are ready; if not, simply answer 
‘wait’ and you’re given another chance to see the 
instructions. 

During the course of the competition, you pull in a 
giant Angler fish creature which eventually crawls up 
onto the beach and begins an attack on your party. 
After defeating the Angler fish, parts of the boat appear 
on the beach, and the guard now let you enter the 
freighter positioned to the left. After collection the 
parts A 01, B 02, F 01, G 01 and H 01 from the beach 
(you need to adjust the camera angle to see some of 
them), enter the freighter and begin the search for the 
remaining parts. Here’s where you find them: 

A 02 : On the crate at the bottom right corner of the 
base of the freighter 

B01 : On the upper walkway in the freighter, near the 
locked door 

C 01 : In the top right corner of the base of the freighter 
C02 : On a crate towards the top left of the base of the 
freighter (you need to raise the lift high to reach this part) 







Coa: On the side of the crate at the bottom left of the 
freighter 

D on At the foot of the centre lift in the freighter 
D 02 : Inside the freighter, near the entrance 
E03: On the side of the top left-most crate in the 
freighter 

F02 : On one of the top left crates at the base of the 
freighter (you need to raise the lift high to reach this part) 
G02 : At the foot of the left-most lift in the freighter 
H 02 : Behind the girder in front of the centre lift in the 
freighter 

Note: You need to raise and lower the girders at the 
bottom of the freighter in order to find and reach all the 
parts that are hidden inside. There is also a chest that 
is hidden on the side of the top left-most crate at the 
base of the freighter 

fuLL steam aHeap 


Once you’ve found all of the parts above, exit the 
freighter and Steel Beach, then return to the Docks and 
enter. Walk to the boat and climb aboard then make 
your down to the engine room where Momo is working 
and give her all the parts you have just collected. Soon 
after Momo has the After giving Momo all the parts 
necessary for repairing the boat, Beyd and Ryu heads 
up to the ship’s bridge. Once on the bridge, Momo calls 
up from the engine room that she has fixed the engine. 
Shortly afterwards, the boat sets sail. 

Once you have regained control of your main character, 
exit the bridge and talk to your fellow party members. 
After talking to Nina, you see a large ship floating out in 
the Middle Sea. Shortly after this, your boat docks at 
the port town of Rhapala, where Beyd and his crew 











disembark. It’s at this point where Zig and approaches 
the boat and appoints himself as the captain, then 
continue onto the boat and up to the bridge. Now make 
your way up to the bridge and talk to Zig and tell him 
that you wish to set sail. Once the boat is under way, 
talk to Zig again and tell him that you wish to go to the 
Outer Sea then talk to your party members before 
taking control of the boat. 

After taking control of the boat, sail out of the Middle 
Sea and into the Outer Sea; it’s the blue section of 
water. Once you’ve sailed out to the Outer Sea, you find 
the waters are far too rough to sail upon without 
knowing the correct direction in which to sail. Zig 
suggests sailing to the fishing community of Parch, to 
see if someone there knows how to find the legendary 
mariner, as he may be the key to travelling these 
treacherous waters. 

tHe fisHiNC commuNity of paRCH 

When you re-take control of the boat, sail to the fishing 
community of Parch, it’s the small dock with two 
wooden houses, located across the inlet and slightly 
north-west of the port town of Rhapala. Once arrive and 
have docked, make your way into the village and enter 
the house at the north-east corner where you find the 
village mayor sitting on the floor. Speak to him and he 
tells you that, in return for a certain item, he tells you a 
story about a the legendary mariner. He then tells you 
that the people of Maekyss Gorge know exactly what 
items he wants. Once he has finished telling you about 
Maekyss River, leave Parch and return to the mainland. 

Once you are back on the mainland, make sure that 
Peco is in your party then head to Maekyss Gorge. 

Enter the house beneath the bridge and talk to the 


80 





people that are there, the woman in the gives you a list 
of ingredients for making Shisu. They are as follows: 

Mackerel 
Vinegar 
Shaly Seeds 
Horseradish 

She then offers a list of topics which include the 
locations to where the various ingredients can be 
found, and they are as follows: 

Mackerel : Located in the fishing spot in front of 
Maekyss Gorge (this fishing spot appears in Maekyss 
Gorge at this time) 

Shaly Seeds : Located in the tree behind the house in 
Maekyss Gorge (use Peco to bash the tree to knock the 
seeds out of it) 

Vinegar : Located in the well at the Coffee Shop (use 
Garr pull a pail of water out of the well) 

Horseradish : Located on Ogre Road (use Ryu to cut the 
plants down with his sword swipe if he already hasn’t 
done so) 

Once you have all this information, exit the house and 
use Peco to bash the tree in order to collect the Shaly 
Seeds (you need at least eight), then leave Maekyss 
Gorge and collect the remaining ingredients, with the 
exception to the Horseradish as you should have 
collected it earlier on in the game. 

When collecting the Vinegar from the Coffee Shop, 
place Garr in your party and make him talk to the small 
robed person who is standing in front of the well. He 







asks Garr to raise a bucket of water from the well, and 
in doing so, receives the Vinegar. Only when you have 
the Vinegar, make your exit and return to the Main Map 
then proceed back to Maekyss Gorge and talk to the 
woman in the pink dress again. 

After exiting her information menu, she will ask if you 
know the correct amounts of each ingredients to use in 
the Shisu. After asking her to tell you, she then gives 
you the following amounts: 

10 ounce Mackerel 
8 Shaly Seeds 
2 Units of vinegar 
4 Horseradish plants 

After learning the correct amounts of each ingredient to 
use in the Shisu, leave Maekyss Gorge and return to set 
sail again to the fishing community of Parch. 

foQD foR tHOUCHt 

Upon arriving at Parch, return to the Mayor’s house and 
talk to his advisor (the man in the robe), he will ask you 
to prepare the Shusi for the Mayor. When given the 
menu in order to prepare the Shusi, enter the following 
amounts: 

1 Mackerel 

8 Shaly Seeds 

2 Vinegar 

3 Horseradish 

Now select the Knead Shusi option then the End option 
to return to the game. When the Mayor approaches, 
offer him the Shusi. He then honours your request and 
tells you about the legendary mariner and offer you the 
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sea charts to help you locate him at the Craggs. After 
receiving the charts, talk to the advisor again as he 
gives you a Wisdom Fruit, then return to the boat and 
sail out into the middle of the sea. 

tHe CRaccs 

Once back at sea, head towards and then between the 
small set of islands. A *?’ appears above the boat when 
you are in the correct place. Enter this area, known as 
the Craggs, where you find that the water is calm 
enough to sail on. In this area there are three chests to 
be discovered before making your way to the legendary 
mariner, but you’re against the clock and only have 30 
seconds to locate each one. If the time limit runs out, 
you’re returned to the main map and have to start again. 

Here’s what the three chests contain, and where to find 
them: Heavy Dagger (to the east). Blizzard Mail armour 
(to the north) and the Ice Shield (to the south-west). 

After reaching all of the chests and collecting the items, 
head north-west to reach the cabin where the 
legendary mariner lives. On arriving at the cabin, dock 
at the side of the jetty and exit the boat where you 
meet Kukuys the legendary mariner. Ryu, Momo and 
Nina follow Kukuys into his cabin and talk to him; it is 
here where he tells you about the Blackship that you 
saw earlier in the Middle Sea. At this point, the scene 
cuts and you find yourself back on the boat. After 
regaining control of your characters, talk to Momo then 
head up to the bridge and talk to Zig, where you regain 
control of the boat. Using the boat, you must ram the 
Blackship at the rear while travelling at full speed in 
order to smash into it and allow your party to climb 
aboard. Once this has been done successfully, make 
your way to the boat’s engine room and revive Momo 




who was knocked out during the impact. Once Momo is 
back on her feet, you’re asked to select the party you 
are going to use to board the Blackship. Make sure that 
Momo is in your party as you need her technical advice, 
then proceed onto the Blackship. 

ON BOaRD tHe BLacksHip 

Once onboard the Blackship, make your way inside the 
ship then proceed to the lower decks where you come 
to a room at the end of a hallway. In this room you need 
to use various platforms on the conveyer belts in order 
to ride across to the opposite doorway or the holes that 
lead into the rooms below. To use the platform on the 
conveyor belts, access the computer terminal and 
select Program Two, then walk onto the platform which 
takes you to the opposite end of the room. Once there, 
proceed through the doorway to enter the hallway 
which contains an access terminal at the end of it. 
Examine the access terminal to find the ID Card then 
return to the previous room and make your way back to 
the platform control computer. This time, choose 
Program Four, then ride the platform to a lower room 
where you find a steel box containing a Skill Ink. 

Now return to the platform control computer and choose 
Program Three; this causes the platform to take you to a 
lower room that leads to another room where you find 
the main power switch for the crane. Turn the power 
switch on. Make your way back up to the crane room. 

Once inside the crane room, there are four boxes, 
three of which must be used to create a bridge across 
to the other side of the room. Examine the crane 
controls and choose the ‘Operate with guide’ 
instructions to learn how to operate the crane 





correctly, then when you are ready, begin to create the 
bridge. Once the bridge has been created, there’s a 
spare box remaining. Use the crane to collect the spare 
box, which is then smashed open to reveal a treasure 
chest that contains a certain item. Depending on which 
box was not used to create the bridge, you receive one 
of the following: The crate to the rear and between the 
steel containers contains Protectors, the box that’s 
closest to the crane contains Ascension, the box in the 
centre-right contains a Light Bangle and the crane to 
the far-right holds a Wisdom Fruit. 

Once across the bridge you have just created, head 
south and through the door. Once out of the crane 
room, pull the blue switch that is next to the door to 
raise the steel beam; it allows you to reach the back of 
the Blackship, where your boat is located. Now make 
your way up the stairs and through the ship until you 
reach the elevator. Examine the access terminal next to 
the elevator, then step on and ride up to the next floor. 
Once you step off the elevator, continue up the stairs at 
the side of the room to reach the ships bridge. 

Use Momo to examine the main controls at the bridge, 
who eventually tells you to go and check the ‘boost 
counter’ in the ships monitoring room as she needs to 
know when the counter reaches 100. Head down to the 
monitoring room (it’s next to the sleeping quarters) and 
examine the boost counter. As you do so, it begins to 
count upwards, making a bleep noise for each count. You 
need to count these bleeps and be ready to talk to 
Momo as soon as the one hundredth bleep has sounded. 
On completing this successfully, the Blackship’s engines 
start up and Momo calls your other party members from 
the smaller boat up onto the bridge. Once everyone is 
assembled, the hidden force within Ryu appears and 
then guides the Blackship through the rough seas. 



aLL HaNDS on peck 


While on your journey across the sea, something 
unexpected happens at the front of the ship, at which 
point you must make your way up to the bridge. After the 
brief conversation with Momo, you need to choose your 
party members who goes to investigate. Once your party 
is ready, make your exit through the previously locked 
door (on the personal quarters level), then proceed 
through to the ships upper deck. Once there, continue to 
the front of the ship and onto the centre of it then wait for 
the two sea creatures to climb aboard and begin an 
attack. Once the sea creatures have been destroyed, 
head back down to the lower deck where the scene fades. 

a New worLd 


When the Blackship arrives at its destination, Kombinat, 
you’re asked to choose which characters you want in 
your current party. Once you’ve decided, enter the town 
and look for the hidden robot located behind the 
weapons and items shop. On talking to the robot, he 
makes a series of sounds and then ask you to choose 
one out of six selections. Choose the selection number 
three and the robot gives you Homing Bomb, a rather 
useful weapon for Momo. Now spend some time and 
zenny in the shops to stock up on any items required 
then leave the town through the north-west exit. 

Once the camp scene has ended and you are back at 
the Main Map, you find yourself in an area called Lost 
Shore. Make sure that Peco is in your current party 
then make your way to the'?’ tree located to the north¬ 
west. Once in this area, have Peco talk to the large grey 
tree then use Ryu to collect the Trance dragon gene 
before returning to the Main Map. 





Now proceed south-east to the Steel Grave (it’s an 
abandoned aircraft hanger) and make sure that Momo 
is in your party. Once there, head north and onto the 
hanger roofs and find the open hatch, then climb down. 
Inside the hanger, use Momo to shoot the wall to the 
left of the bank of terminals as this will reveal a hidden 
doorway that leads to a room containing a new fishing 
rod (Spanner). After collecting the Spanner, exit the 
hanger then leave the Steel Grave via the north exit to 
return to the Main Map. 

coLonv tempLe 

From the Main Map, head north to the dwelling that 
looks similar to Angel Tower. This new settlement is 
called Colony Temple. As your party enters Colony 
Temple, they notice a large antenna dish on the top of 
the building. With Momo still in your current party, walk 
up the main stairs and enter the room below the 
antenna dish where you find a teleporter that is not 
currently working. Open the bag on the teleporter to 
receive the key that can then be used to restore the 
teleporter. Once you have the key, exit the room then 
jump down the drop spot to the left of the stairs where 
Ryu will be able to collect the Failure Dragon gene 
that’s located on the ledge to the left. Now head into 
the room at the bottom of the stairs and claim the Deep 
Diver fishing lure, then continue to the locked door 
nearby. To make you way to the other side of this door, 
you must walk around the outer ledges until you reach 
the top right-hand side of the temple where you find 
another drop spot above a skylight (the section of blue 
glass). Drop down from the drop spot and through the 
skylight into the teleporter generator room below. 

Using Momo, examine the teleporter generator with the 
lever on it then when asked, place the key in the 




terminal. Now you need to adjust the reflectors in order 
to direct the power beam to the conductors in the 
corner of the room before operating the switch. To do 
this properly, simply turn the reflector that’s closeted to 
the projector once, and then the second projector to 
the left three times. Now pull the lever on the terminal 
to activate the beam. Once the beam has reached the 
conductors, return to the teleporter and use it to reach 
Relay Point A. 


ReLav poiNt a 

On arriving at your new destination, check the control 
panel for the teleporter. You notice the antenna that 
controls the outgoing transports from this relay point 
are currently down. Now leave the teleporter room 
where you see Honey appear and then run off down the 
hallway. Follow her to down the hallway, not straight 
ahead, to discover you have been teleported into the 
container at Steel Beach in the Urkan Region. Next, 
you’re asked to choose which characters you are going 
to use to repair the antenna for the teleporter. 

Once you’ve decided on your party, head back inside 
the Relay Point, and make your way up to the roof 
where you come across four switches and four girders 
along the way. The object here is to raise the girders in 
order to reach the staircase and continue your journey 
up to the antenna. To adjust the girders correctly, pull 
the switches in this order: blue, light blue and then 
dark red. Once this has been done, continue towards 
the antenna. When you reach the room with the three 
floating platforms that are hovering over the pit, you 
need to use them in order to reach the switch in the 
centre of the pit. Each time you step onto one of the 
floating platforms; it moves across the pit in the 
direction you’re facing. The trick to reach the centre 
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switch is to line all three platforms up against one side, 
then ride the one closest to the centre straight across 
to the other side of the pit. Next, walk back around the 
pit and ride the second platform around the edges of 
the pit, until it hits the one you just ridden across. From 
here, you can go back to the second platform you rode 
around the edges, and ride it across the pit to the 
switch in the centre. Once the switch has been 
activated, the door is unlocked and allows you to 
continue up to the antenna. 

Once on the roof, examine the antenna’s controls and 
you’re asked to align the antenna manually. To do this, 
use the D-Pad to turn the antenna, and then press 1C 
when the antenna is in the position you want it to stay 
in. To find the correct position, turn the antenna around 
until the dish doesn’t receive any static interference 
(crackling). The position should be approximately 
between north and north-west. Once it has been 
positioned correctly, head back down to the teleporter 
and examine the control panel. You can now use the 
teleporter to reach Colony Temple, Dragnier, Container 
Yard, and Relay Point B. Select the destination 
Container Yard, and when you arrive collect the 
Radiance dragon gene, then use the teleporter there to 
reach Dragnier. 


DRaCNieR 

Upon arriving at Dragnier, exit the teleporter room 
where you’re brought to see the village leader. During 
the feast with the village leader, you’re told all the 
villagers here are members of the Brood, but have 
given up their powers in an attempt to not to be 
discovered by the guardians. Once the feast is over and 
you have regained control of your characters, take Rei’s 




advice and go and talk to Garr; he’s standing at the top 
of the temple to the rear. After a brief discussion with 
him, an old man approaches and tells you the village 
elder wishes to meet with Ryu. Before entering the 
temple to meet with the elder, exit the town and set up 
camp. Rest your party then make sure that Garr and 
Nina are in your current party before returning to 
Dragnier and making your way into the temple. 

Once back in Dragnier, climb down the ladder and into 
the well where you see another ladder that leads to 
some stairs. Walk up the stairs to enter the temple then 
proceed along the hall with the mural (the one shown 
during the game introduction), until you reach the room 
where the village elder is situated. After talking to the 
elder and regaining control of your characters, use Garr 
to approach the elder and talk to him again. Once Garr 
has finished, use Nina to talk to the elder. When the 
elder asks Nina a question as she approaches, use the 
top answer to reply with. After Nina’s conversation has 
ended, the elder decides to test you, and then 
transforms himself into an Elder Dragon before 
attacking your party. 

Once the Elder dragon has been defeated, talk to the 
elder once more with Ryu, and he transforms into the 
Infinity Dragon gene. Once Ryu has collected the gene, 
exit the temple and talk to the old man after climbing 
out of the well. When the conversation has ended, enter 
the tent where your party had the feast with the village 
elder, and talk to the woman inside. Now exit the tent 
then approach and talk to the man (Horis) who’s stood 
near the village entrance, he’s the one next to the camel. 
When he asks you if you want him to guide you across 
the dessert, answer ‘let’s go’. Now exit the village and 
head north-west to the Factory. Make sure that Momo 
and Peco are in your party before entering. 



tHe factoRy 

Once at the Factory, make your way your way along the 
dirt paths to the door that leads into the Factory, 
remember to collect the items from the chests as you 
go. Now make your way down and to the rear of the 
lower level, where you notice a weak section of wall 
that Momo can shoot at in order to expose the hidden 
room beyond. Enter this room and collect the items 
from the chest. 

Find the staircase that leads up into the main area of 
the factory and climb to the top. Don’t touch the lever 
once at the top of the stairs, instead proceed through 
the door and make your way through the maze of floor 
switches and panels until you reach the area where 
there’s a robot located in front of a control panel that’s 
on the raised platform. Flip the lever that’s next to the 
raised platform to create the stairway onto the 
platform, then walk onto the raised platform and 
examine the control panel there. Using the control 
panel, you must manoeuvre the robot below and use 
him to flip all the levers as this de-activates the electric 
currents running along the floor. If you are unable to 
move the robot into certain positions, use the blocks to 
trap him against while repositioning your character. 
Once this has been accomplished, leave the control 
panel and make your way onto the floor below and then 
onto the higher area that was previously inaccessible. 
Collect the item from the chest before continuing 
through the door. 

Eventually you come to a long set of stairs with a 
locked door at the top. To unlock the door, use Momo’s 
special weapon to destroy the control panel on the wall 
or Peco’s Rockbreakerto smash the panel. Now 




proceed through the door to return to the Main Map, 
this time you appear in a desert section. 

tHe saNDS of time 

Once in the desert section, walk north and you come to 
Horis’s make shift home. Once you have regained 
control of your characters, collect some water from the 
jar at the side of Horis’s tent before venturing out into 
the desert. 

While travelling in the desert, it is important that you 
only travel at night due to the excessive heat during the 
day and also because you need to rely on the stars for 
guidance. To avoid travelling during the day, simply press 
Start to set up camp for the day. If you wish to return to 
Horis’s while travelling across the desert, simply set up 
camp then talk to Horis’s camel, the Rakda. 

Once out on the desert at night, you notice various stars 
in the sky. The two main stars you need to use are the 
two red ones. The one to the right and slightly lower star 
is know as the False North star, while the one to the left 
and slightly higher is know as the North star. To get to 
your destination, the Oasis, walk in a straight line 
directly between the North and False North star. The 
journey to the Oasis takes a few days and nights to 
reach, so make sure you have collected some water from 
the jar before setting out and remember to check your 
alignment with the stars after each battle or camp scene. 

As you near the Oasis, you encounter another random 
battle, but this time it’s different. A giant creature 
rises from under a mountain of sand and attack your 
party. Once this creature has been dealt with, you 
enter an automatic camp scene in which Nina is 




terribly ill and needs you to save her from death. The 
only way that this is possible is to feed her some 
Rakda meat. Using Ryu, walk outside the tent and up 
behind the Rakda, then use Ryu’s special action 
(sword swipe) to kill the Rakda. Once this has been 
done, examine the carcass to receive the meat then 
return to the tent and offer it to Nina. Soon after this, 
you find yourself in the town of Oasis. 

oasis towN 


After arriving and enjoying the feast, use the inn to 
restore your parties health, then use the store to 
replenish your supplies as required. Once your are 
ready to continue with your journey, leave the town via 
the dirt path to the north where you find yourself back 
at the Main Map. 

Make sure that Garr is in your current party then head 
north-east to the Container Yard, it’s the area with the 
small square buildings and crates near it. Once in the 
Container Yard, enter the building to the north and use 
Garr to push the crate that’s blocking the ladder to one 
side, this allows you to use the teleporter as and when 
required. This also means that you don’t have to travel 
back across the desert should you wish to return to 
previous locations. Now exit the Container Yard to 
return to the Main Map then head north-west to the city 
of CaerXhan. 


caeR XHaN 


Once inside Caer Xhan, you come across two shops 
that can be used to buy weapons, armour and supplies. 
This is your last chance to buy items and equipment, so 
make the most of it. After using the shops to equip your 





party members with the best items zenny can buy, 
enter the security building at the north-west corner of 
the first section of the city (walk down the main road 
and turn right at the red circular marker). Inside the 
building, you see robot that looks like Honey, lying on 
the floor. Continue through the building until you reach 
the area with the chequered floor section. Walk around 
the outside of the four posts to the stairs that lead 
down, then proceed down the stairs and enter the 
security room. 

Inside this room you notice a switch that is in the ‘on 
position. This means that the security system is in 
Normal Mode. Press the switch into the ‘off’ position to 
make the security system go into Test Mode, this 
makes all the lights go out and allows you to see the 
infra-red beams easier. Now exit the room and return to 
the chequered floor area where you notice the infra red 
beams coming out of the four posts. Now that you can 
see the beams; carefully walk between the posts while 
avoiding the beams, and collect the Moon Tears from 
the chest. 

Once you have the Moon Tears, continue up the set of 
stairs to the right and make your way past the next set 
of infra red beams before exiting the building at the 
rear. As soon as you are outside, enter the door to the 
north, it leads to the Station control room. Access the 
terminal at the rear of the room, it’s the one with the 
blue screen, and answer ‘yes’ or ‘OK’ to the two 
questions when prompted. Doing this brings the 
Station back on-line. 

Now head back out of the Station control room and 
jump down the drop spot from the ledge that you are 
on to the ledge below. Proceed into the building at the 
rear of the city and access the terminal to open the gate 



then continue up the stairs to the left and head through 
the door at the other end of the upper level. After 
hearing the loudspeaker, continue up the stairs next to 
you and walk onto the lift that is there. Your party is 
now taken up into the sky and onto Station Myria. 

statiQN myRia 

After walking off the lift and onto Station Myria, try to 
open the nearby door. You’re told it is locked and that 
you must enter through the work area. Head down the 
stairs to the right to enter the work area then continue 
to the stairs that are leading up. At the top of these 
stairs, flip the blue switch located in the room then 
proceed to the back down to the elevator control panel 
on the wall where you’re given three choices. First of 
all, select the Arrival Platform, as there is a chest there 
which contains a Wisdom Fruit, then select to go to the 
Maintenance Deck. On arriving at the Maintenance 
Deck, walk along the platform to the elevator at the 
other end and use it to return to the work area. Once 
there, enter the door to the left then head through the 
room it leads to until you reach the hallway with the 
two locked doors, these doors require Level A and B 
clearance keycards before they can be opened. 

Proceed along the left hallway section to the door there 
and enter. Inside is a locker room and sleeping 
quarters. Examine the beds if you wish to rest your 
party, and use the book to change party members if 
required. Now exit the sleeping quarters and proceed 
along the right section of the outer hallway and up the 
stairs. At the top, examine both the terminals; they look 
a little like keypads. This unlocks the first locked door 
you came across when your party arrived at the 
Station, and it also removes the laser beams in the 




room nearby. When asked a question at the terminals, 
answer ‘yes’ to both of them. Now return to the hallway 
and continue past the sleeping quarters and up the 
stairs at the end of the left-hand section. At the top, 
continue into the next room where you notice green 
and yellow floor tiles. 

Follow the path of yellow coloured tiles through the 
next few rooms and along the long conveyer belt. Walk 
back down along the side of the conveyer belt to collect 
the 10,000 Zenny that is in the treasure chest, then 
proceed through the door and continue to follow the 
path until you reach the large room that has another 
three doors. Continue along the yellow path until you 
enter a room where there is a large creature contained 
behind a glass panel. As you look carefully at the 
creature, you also notice that the room is full of 
sleeping gas. 

Use the nearby terminal to stop the flow of sleeping 
gas, then take another look at the creature. This time 
you notice there is a keycard on the floor in front of it, 
which your are going to need to retrieve somehow. 

Exit the room and enter the first door you come across. 
Inside, you see a terminal opposite the door. You need 
to activate this, and another two terminals in order to 
remove certain sections of the electrified floor that 
leads back towards the creature. When activating the 
first terminal (the one opposite the door), adjust the 
settings so that single red cross in the top row is 
positioned in the top right square. Once this has been 
done, activate the terminal to the right and adjust the 
settings so that the single red cross in the bottom row 
is positioned in the bottom left square. Now leave the 
room and enter the next door along to reach the third 
terminal. Activate this terminal and adjust the settings 



so that the single blue dash in the top row is positioned 
in the top right corner. 

Once all three terminals have been adjusted correctly, 
follow the path across the electrified floor then step 
onto the elevator on the other side. When the elevator 
stops, walk off and proceed to the next elevator, this 
takes you back to the level above. Step off the 
elevator and enter the room where the keycard and 
creature are located. Once the creature has awoken, it 
attacks your party. Defeat the creature and collect the 
keycard then step onto the lift that the creature was 
stood on. Before using the elevator, make sure that 
Rei is in your current party, if not return to the 
sleeping quarters and select him. 

Once at the bottom of the elevator that the creature 
was stood on, you find a chest that contains HE Shells. 
Make sure you collect them as Momo needs them later 
on. Continue to the locked door and use Rei to unlock it 
then enter and collect the items from the chests located 
inside. Now return to the hallway where the sleeping 
quarters are located and use the keycard in the wall 
terminal to unlock the door around the corner. 

Inside, talk to the Honey model robots that are gatherer 
together then talk to the robot stood by itself. Now 
collect the item from the chest then return to the outer 
hallway and head back up the stairs along the left 
section of the hallway, make sure that Rei and Momo 
are in your current party before you walk past the 
sleeping quarters. When you reach the area with the 
green and yellow coloured floor tiles, follow the green 
path until you reach a dead end where the door is 
blocked by a plant. Equip Momo with the HE Shells and 
use them to blast the plant off the door, then proceed 
through it. Continue across to the locked door on the 



other side of the room and use Rei to pick the lock then 
continue through the door and walk around the glass 
cage in the centre of the room, whilst avoiding the 
thorns that are hanging from the cage. Exit the room via 
the door on the other side and continue north-west 
until you reach the two possible exits (a door straight 
ahead or up the stairs to the right). 

Proceed through the door in the north-west corner (you 
must walk across the grassy area to get there), inside 
you find chest containing a Dragon Spear. Once you 
have the Spear, make your exit then head to the stairs 
to the right and through the door. Step onto the 
elevator that’s located at the end of the dark hallway, it 
takes you up to a place called Eden. 

eDeN 


After stepping off the elevator at Eden, walk across the 
bridge where your party startles a bird. After the short 
scene where your party are re-united with Teepo, and 
you are filled in on what has happened, Teepo points 
his finger and makes everyone vanish, including 
himself. When you re-appear, you’re stood in the 
middle of four stones surrounded by a blue light. After 
Teepo has appeared and pointed to the north-west, 
walk towards the second and then the third blue light. 
When you reach the fourth light, examine the Dragon 
Statue there, then walk into the fifth blue circle. 
Continue walking along the line of blue circles until you 
reach the dragon statue again. Examine the statue 
again then walk back to the first blue circle (the one 
where Teepo was) to be teleported to another blue 
circle where there will be a vision of Rei. 

Once the vision of Rei has disappeared, examine the 
Dragon Statue then walk towards the lights to the 




north-west until you reach another dragon statue with 
two terminals on either side of it. Use the terminals to 
light up the areas on either side of the statue which 
both contain a chest. As you walk towards either chest, 
a trap will open and your party falls down to the level 
below. Once you have fallen through the floor, examine 
the Dragon Statue and choose the top choice for your 
answer then walk into the newly-lit area and open the 
chest to receive the Shaman Ring. Now walk back past 
the statue and into the new area of light where you find 
another teleporter. Use the teleporter to return to the 
area where you saw the vision of Rei, then head back to 
the Dragon Statue and two terminals. 

Examine the statue again then stand in front of it for 
approximately 15 seconds without moving. While your 
are doing this, another blue light appears behind the 
statue. Walk into this new area where you see a vision 
of Honey and Momo, then proceed to the next 
teleporter and use it. 

On arriving, you find yourself in a maze of icy paths that 
have coloured (snowflake-shaped) teleporters. You 
must use the correct teleporters to reach the blue 
teleporter. Use the yellow teleporter first, then after 
seeing the vision of Garr, step onto the purple 
teleporter. Now go through the green teleporter then 
after seeing the vision of Peco, proceed onto the blue 
teleporter. When you re-appear, you you’re at the base 
of a set of stairs with a vision of Ryu stood at the top. 
After talking to the vision and falling to the ground, 
walk towards the stairs and a vision of Teepo will 
appear. After a brief discussion with him, Teepo 
summons a two headed beast to attack your party. 

After defeating the beast, you fall back down to Eden 
where the true Teepo confronts you. In a flash of light, 



Teepo transforms into a Dragon Lord (at this point your 
are asked to choose your party members) and begins 
an attack. After inflicting a certain amount of damage 
on the Dragon Lord, Teepo reverts back to his human 
form. While your characters are talking to Teepo, he 
transforms again into a small Dragon Whelp and 
eventually dies. Once you have control of your 
characters again, collect the keycard left behind by the 
dragon then return through the Station to the sleeping 
quarters. 

Use the keycard to open the locked door in the hallway 
outside the sleeping quarters and open the chest 
inside to receive the Light Bangle then head back up 
the stairs to the area with the yellow and green floor 
tiles. Once there, walk through the gates where the 
laser locks were and continue to the locked door at the 
bottom left of the screen. Use the keycard in the wall 
terminal next to the door to gain entry then proceed 
inside. Follow the path until you reach the door with 
the light above it and enter. You’re now inside a maze of 
doors and rooms on three different levels. Each light 
over the doors indicate if you have entered that room 
or not. If the light is red that means that you haven’t 
entered it yet, but if it’s green that means that you 
have. Make your way through the maze, while fighting 
all the enemies you encounter, until you reach the room 
to the north-west which contains a save book. 

Rest your party if required then proceed down the 
ladder and into the dark hallway. When Honey emerges, 
follow her through the laser beams and along the hall 
to the holographic screen. Once the screen has gone, 
proceed down the hall and through the door. On the 
other side of the door, your party stands on an elevator 
that takes them far below to the bottom levels of 
Station Myria. As they step off the lift, the hallway 
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lights up in front of them and a vision of a red-haired 
lady appears and tells them that Myria is waiting for 
them below. 

Proceed past the vision and enter the next area where 
you see more visions of the red-haired lady. Walk down 
the walkway that leads around the outer rim of this 
new area, as you do so you trigger another holographic 
view of Urkan Region. Continue around the side of the 
area and you see more holographic views then after 
seeing the view of Junk Town, make your way into the 
room at the end. Speak to the vision in this room for 
more information and a view of Dauna Mine then return 
to the previous area and continue along the lit walkway 
towards the centre of the area. 

Just before you reach the centre of this area, you see a 
lift that takes you to the centre of the platform. Step 
onto the lift to reach the platform then wait for the 
winged woman to speak to your party. This woman is 
Myria herself, and while talking to her, you’re shown 
the different locations throughout the Main Map and 
learn that she is responsible for all that goes on. It 
seems that the dragon clan (the Brood) had become 
too powerful, so Myria made people everywhere 
believe that they were the cause of all evil. 

After the story comes to an end and you regain control 
of your characters, speak to each of your party 
members then approach Myria. Myria then asks you a 
question and you have to make a choice. If you choose 
the first, to take Teepo’s place in Eden, you get the 
games bad ending in which Ryu spends the rest of his 
life in Eden, but if you choose to believe in yourself, 
Ryu draws his sword and challenges Myria in attempt 
to save the world. At this point you’re asked to choose 
what party members you wish to join you in battle. 



Once you have chosen, Myria transforms herself into 
the Goddess of Destruction. While in this form, she has 
around 20,000 HPs, so you need to use everything 
you’ve got in order to defeat her and become 
victorious. 

After defeating Myria, you return to the centre platform 
on the lower level of Station Myria. Garr and Nina start 
to talk about what has just happened when you hear a 
loud crash. At this point, Garr turns to stone due to 
Myria’s defeat. Myria is then shown with Deis (her 
sister), at her side who attempts to hold her at bay 
while your party makes their escape. Soon the Station 
begins to shake, and Deis is shown perishing at her 
sister Myria’s side. Your characters (minus Garr) then 
manage to escape just before the Station explodes and 
crumbles to the ground. 

Once the dust has settled, Ryu’s sword is shown half 
buried in the desert sand. The scene then cuts to show 
him walking across the desert. Nina then joins Ryu and 
they walk to the edge of the cliff where Rei and Momo 
are waiting for them. Once the end credits have been 
shown, a shot of Peco, who’s totally buried, is shown. 
The tip of his head then starts to shake and begins 
sprouting. You’ve completed the game. 
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ciRcuit BReakeRS 


Arcade thrills and spills are all the rage on the 
PlayStation, and Circuit Breakers has more than its fair 
share. There are four different vehicles for you to race 
over a total of 16 reversible courses that take you all 
over the world on land and water. It’s not easy by any 
means, so here’s our full solution covering all the 
courses, all the hints and a complete low-down on all 
the cars in the game. 


tHe caRS 


There are four mean machines on offer as soon as you 
begin the game, they each have different attributes 
that can be just enough to make a difference in the 
heat of a race. Alt of them have been marked out of a 
possible ten on their ability in four specific areas: 
speed, brakes, handling, and acceleration. 

NeoN voRtex 


Like many American makes of car, this Corvette is a real 
heavy duty piece of kit while being sporty at the same 
time. It travels best over bumpy and rough terrain 
thanks to its excellently high and absorbing 
suspension. Courses like the Canyons and Jungles are 
where this vehicle excels, as well as any icy patches or 
water pools you may encounter on the surface of the 
road. Unfortunately, the handling suffers a bit due to 
this and you’re forced to take wider turns and even 
have to use the brake on parts of the track where other 
cars may not have to. This is made up for as this vehicle 
won’t bounce as high over jumps as other cars, which 
gives another distinct advantage. 






Top speed: 
Brakes: 
Handling: 
Acceleration: 


7 

5 

6 

7 


ROSSO RapiDO 


If you want pure speed and acceleration, this is 
where it’s at! This Ferrari is very similar to its true- 
life counterpart in the thrills department, but doesn’t 
quite reflect the original on the handling side of 
things. Due to its awesome speed, the brakes aren’t 
a lot of use; in fact the Ferrari has the worst brakes 
in the entire game. This car is put to best use on 
tracks that have consistent long straights like the 
Highway and Subaqua courses. Not really 
recommended in two-player battles unless you know 
the courses like the back of your hand, giving you a 
chance to brake in time. 

Top speed: io 

Brakes: 3 

Handling: 5 

Acceleration: 8 


Bass BomseR 


If this vehicle was true to its automotive counterpart, 
it would earn a similar mark to the Ferrari; as it is, 
though, this Lamborghini is still a brilliant all-round 
car that does justice to a veteran and a beginner alike. 
It fares very well on all the courses in the game while 
not particularly excelling on any one track. In two- 
player battle mode is where this car really comes into 
its own, being the best choice of all the cars by far. 

Use it to learn the courses before going into the 
Championship Mode. 
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Top speed: 
Brakes: 
Handling: 
Acceleration: 


7 

8 

7 

7 


BB 500 


The best know British car in the world is here in all its 
glory. Having all four wheels on the four corners of the 
car and having a low centre of gravity helps this dinky 
racer stay amongst the pack. It’s brilliant around sharp 
winding corners and icy surfaces alike which serves it 
well when racing on tracks like Jungle 2 and Venice i, 
which don’t have much in the way of straights. Keep it 
well away from tracks that have long straights if you 
can or you’re left in the dust with this car’s distinct lack 
of speed and acceleration. Thanks to its tight grip on 
the road you’re surprised to hear it’s actually very good 
at shunting opponents out of the way or into the 
nearest wall, even if it is the smallest car in the game. 

Top speed: 5 

Brakes: io 

Handling: 8 

Acceleration: 5 

peNeRaL tips aND tactics 

It’s really important to have a few cunning tricks up 
your sleeve when the pressure’s on. These general tips 
can work cunningly to your advantage in all aspects of 
the game, be it single-player or two-player battle mode. 
Try these techniques out then watch as the your 
opponents break down in tears. 

• As in all good games of this genre, ramming is a very 
important aspect of racing and one that your 






opponents make the most of. Do your best to use alt of 
the dirty tactics you can think of to give you the upper 
hand. Try cutting them up on tight corners or not 
braking on approach to a bend and then ramming the 
nearest car to help you around the corner. If a vehicle 
comes up by your side white trying to overtake, hit 
them side on to send them back where they came from. 

• If you’re having trouble with a serious tail-gaiter 
(someone driving very close behind), try applying the 
brakes in one sharp, quick motion to make them ram you 
from behind. This makes them lose valuable speed and 
gives you a helpful speed boost at the same time. It s 
best not to use this tactic when approaching a corner. 

• It’s possible to gain a turbo boost at the start of any 
race by pressing the accelerator as soon as the word ‘Go’ 
is displayed at the bottom of the screen. This gives you 
the best possible start and takes you right into the action, 
even if you did start at the back of the pack. You also get 
the added bonus of a fireball coming from your exhaust! 

poweR-ups 

On each of the courses in the game you find different 
power-ups lying on the track. They can be used by 
human and computer-controlled vehicles alike, so 
make sure that you really get stuck in and be the first 
one there to collect it when they approach. 

oiL sLick 

You can’t get away from it; it’s the comedy-style oil slick 
that racers can leave in their wake. Use it when cars are 
right up behind you; they really spin out in a big way 
giving you time to build up a lead on them. 





exHaust cLoud 


This handy power-up is best activated when you 
have a vehicle right up behind that’s trying to ram 
you off the track. Simply activate it and they’re 
blinded for a few seconds by the bellowing smoke 
from your tail pipe. With any luck they lose control 
and topple off the top of a particularly high bridge - 
serves them right! 


fiLue 

This one works very similarly to the Oil Slick but 
doesn’t quite have the same comedy quality about it. 
Simply dump your load behind your car and watch as 
the car behind gets stuck in your freshly-laid pool of 
green goo. It doesn’t hold them for long, just long 
enough for you to get out of their range and on with 
the race. 


stiLts 


The Stilts are the best power-ups you can get in the 
entire game. They bring your suspension up really high 
so your car is high above the rest. As this happens you 
also receive a turbo boost that can be used to overtake 
the car in front by driving right over the top of them! 

TUmBO 

This power-up makes your car double in size for just a 
couple of seconds. It gives you the power to run over 
and crush any car in your path while keeping your top 
speed. You have to be careful while negotiating tight 
corners and slim sections of track in this mode but you 
don’t have to worry about being rammed. 







SHRINkeR 


You don’t have to be a scientist to realise that this 
particular power-up works to accomplish the opposite 
of the Jumbo. It gives you the chance to take even 
tighter corner by being able to get that bit closer to the 
edge. You also find negotiating those tricky shortcuts 
suddenly becomes that much easier. Unfortunately this 
power-up also only lasts for a couple of seconds. 

suicipe BomB 


Don’t ask us why, but this power-up gives you the 
opportunity to blow up your own vehicle! When 
activated your vehicle turns into a fireball on wheels for 
a few seconds allowing you to take out competitors 
before you are removed yourself. Let’s just say this 
power-up should be used as last resort only. 

fme BomB 


This power-up is a must for catching up with the 
vehicles in front of you on the last lap of an important 
race. You are given a total of five Fire Bombs that you 
can use at your discretion to fire directly in front of you. 
If you should hit a competitor they’re sent out of control 
before coming to an almost dead stop. If you’re close 
behind you do well to move out of the way so you don’t 
get caught up in their tangle. 

lump 

This wacky power-up makes your car bounce up and 
down as you drive while also boosting your cars speed 
for a while. This gives you the novel opportunity to 
bounce right on top of your opponents squashing them 
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into the ground. It’s inadvisable to use this when you 
have tight twists and turns in the track though, as your 
handling is also severely compromised. 

sub woofeR 

Turning the Sub Woofer on really makes that bass 
sting; any cars that come too close are pushed to one 
side by its power. Try using it on narrow bridges and 
tight ledges for best effect on the opposition as they go 
flying off the track and have to be repositioned while 
you speed off in the distance. 

Rocket BoosteR 


No racing game would be complete without a turbo 
power-up to help you along those straights into the 
pack of cars ahead. It’s more useful than you may think 
because it’s a great way of shunting cars off the track or 
just out of your path. It can also be put to good use on 
steep hills so you don’t slow down like the other cars. 

a-z of couRse tactics 


aRctic 1 


Watch the chicane near the beginning of the race as it’s 
too easy to keep shunting the car in front of you, 
keeping you in last place. Try and slip through on the 
inside if possible, this also means you won’t have to 
decelerate as much giving you a speed advantage. The 
uphill ledge you soon encounter is a danger. Watch the 
slant and the edge of the track as you try and 
manoeuvre on the inside of the corner; you’re a prime 
target for a push off the edge so make sure you do the 
pushing. Watch the wide sections of track and most of 







the later sections of straight, they have lumps and 
bumps on the left- and right-hand side. If you go across 
the highest points of these lumps you lose a lot of 
speed so drive right up the centre of the track to keep 
your speed at optimum; you also find that you can do a 
lot of catching up on these sections so make the most 
of them. 

Choice Car: BB 500 


aRctic 2 


Be sure to take the first bend as wide as possible. We 
wouldn’t normally recommend it but you’re bumped off 
of the track if you’re too close the pack, so stay out of 
trouble here. After the first tunnel section where your 
vehicle goes out of view for a few seconds, you 
encounter a number of tight corners and S-bends. Soon 
after this the course turns to snow so be ready for a 
slight change in your handling. After the first bridge 
section there’s a really tricky hard left turn that needs 
pixel-perfect driving as it enters a the second bridge 
section - the course suddenly gets very slim. After a 
series of snowy turns and straights the track turns back 
to road surface just before entering a large tunnel 
section. Your car is out of view for a good few seconds 
so listen out for the sound of you hitting the wall; if you 
can hear it correct your car as best you can to bring 
your speed back up. You now approach an S-bend. 
Instead of driving round it why don’t you drive over by 
using the ramp of snow ion the left hand side of the 
road? You save valuable seconds and even gain a 
couple of positions because of it. After a few more tight 
turns you encounter the final tunnel section before 
being greeted by the finish line. 

Choice Car: BB 500 
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CaNVON 1 


The first of the Canyon tracks is one of the easier 
courses to deal with in Circuit Breakers, as it’s one of 
the first you play in the World Series. Take the first 
corner of this track as wide as possible so you can cut 
across to the inside of the next two, pushing you right 
up into the pack of cars ahead. After crossing the first 
two bridge sections do the same on the S-bend ahead 
then prepare for a sharp U-turn that leads to the large 
bridge section. Once you are across keep to the left 
side of the track and use the cunning shortcut that is 
there. It takes you on a higher level that the rest of the 
track and you can cut across two major corners that 
save you valuable time. Once you have rejoined the 
track with the other racers you should have easily 
moved up the ranks by at least a couple of positions. 
Now take the final bridge section that sees you going 
under a small tunnel section. This only leaves you with 
a couple of easy turns before coming up the small hill 
to the start finish line. 

Choice Car: Neon Vortex 

CaNVON 2 

The first turn on this tricky track is a very tight hairpin 
left-hander. If you gained a turbo at the start you can 
use your competitors to help you round by ramming 
them from the inside edge. Once the high bridge has 
been taken you enter a water section down the other 
side. You won’t be able to use your Rocket Booster or 
your Fire Bombs because the water extinguishes them; 
save it until the next straight. After the next hairpin you 
come across another bridge; get ready for yet another 
hairpin, this time it’s a right-hander so remember to cut 
in on the inside line. Another left-hand hairpin takes 





you across the next bridge section, leading onto part of 
Canyon l’s track where the shortcut is. Use it if you can 
to move you up the ranks. When you exit back onto the 
main course you see it changes once again back to the 
newer Canyon 2 layout. You have a couple of easy turns 
that you can make good time on before a bridge jump 
followed by a couple more easy turns; take it carefully, 
though, as you have a sudden left turn that catches you 
out in a second. As soon as you go under the tunnel 
section you come right up to a tight right turn that 
actually leads to a hairpin; you need to start to turn 
even though you can’t see your car. Now just be 
cautious over the last bridge section (there’s no barrier) 
before you come up to the finish line. 

Choice Car: Neon Vortex 


ecypt 1 

The first section of track you encounter after the start is 
a rather tricky slalom section with very high banked 
sides. If you can make in on the inside for each of these 
turns you’re really motoring! Going up the high banked 
takes you on a longer route and you lose speed so 
avoid it as best you can. When crossing the following 
bridge jump make sure you’re not within ramming 
distance of any of your competitors. If you get shunted 
the chances are you won’t make it across in one piece. 
Once across, go up the hill then take a sharp right 
angle turn to the left. Don’t cut across the pillar or 
you’re repositioned on the track. Avoid the flames on 
the next straight by keeping dead centre of the track. If 
you see an opportunity to ram someone into the sides 
do it now and watch them burn! You encounter one 
more tight left turn before the finish line that is like the 
first right-angle left turn, get as close to the pillar as 
you can but don’t cut to the left of it as that’s cheating! 
Choice Car: Neon Vortex 
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ecvpt 2 


To start of the second of the two Egyptian courses you 
encounter a selection or really devilish slalom turns. 
Again take the inside and don’t be afraid to slow down a 
bit to make sure you get the best line around the course. 
The bridge section through the tunnel that follows is 
where the race is won or lost. If you can make it through 
quickly you have the opposition quaking in their cars! 
The secret with this is to keep dead centre and you whiz 
right through without having to touch the steering at all. 
You jump over the lips of the turns and carry straight on 
through. Speed through the next section that has the 
two jumps over the fire. If you get rammed, get ready to 
burn so make sure you don’t! The last section of the race 
through the stone clad right angle turns are a nightmare 
to negotiate. Use the walls to propel you forward and be 
ready to turn really early into a bend to keep your 
momentum going. Once you’ve done it once you 
remember most of it for the next two laps. 

Choice Car: Neon Vortex 

HICHWaV 1 

You would be forgiven for thinking that this course is 
one of the easiest in the game but frankly it’s not. 
Though it’s only an oval track, you find your opponents 
use every trick in the book to keep you behind them. 
Use the inside of the corners to give you the best line 
around the track though it is actually possible to 
overtake on the outside as long as you’re not to close 
to another vehicle (they ram you into the barrier). You 
find all the power-ups you need to make first place: 
Rocket Boosters, Stilts and the Exhaust Cloud. Use 
them too their best potential and make sure you get to 
them first to ensure victory. 

Choice Car: Rosso Rapido 





HICHWay 2 


Be ready to line yourself up for a shortcut on the left- 
hand side of the track just after the start. If you can 
combine this shortcut with a turbo boost when you 
begin you’re well on your way to victory already. You 
find many sweeping bends ahead of you now, make 
sure you stay tight to the inside barrier without hitting 
it. When you approach the clumps of sand on the next 
straight that are on the left and right sides of the track 
make sure you can get a line right up the middle to 
save you important seconds on your first lap time. As 
you approach the start finish line you encounter 
another shortcut exactly the same as the first; take into 
account your speed and line yourself up accordingly. 
Choice Car: Rosso Rapido 

JUNgLe i 

Your first turn is a right-angle right-hander; take it fast 
and you easily gain a few positions. After the S-bends 
that follow line yourself up in the middle of the track so 
you can use the conveyor belt to help speed you along. 
Now take the next right-hander up the bridge and line 
yourself up to either the left or right hand barrier. When 
you come down the other side you come onto another 
conveyor belt that’s travelling in the opposite direction. 
If you miss the grey and you’re on the yellow and black 
stripes you zoom past most of the racers. Do the same 
again after the next turn and you find yourself well in 
the lead as you approach the start finish line. 

Choice Car: Rosso Rapido 


114 


TUNcLe 2 

After the first bridge you encounter some S-bends. Take 






them all as close the wall as you can then prepare for a 
shortcut just after the uphill straight. As soon as you 
come onto the bridge take the left side of the track and 
cut across the small section on your left when you rejoin 
the course steer hard left so you can line up the second 
shortcut that takes you straight across the second 
corner and down the next hill. It looks quite tricky but 
really just requires a little practice to master. When you 
reach the next bridge section that takes you across 
many humps centre yourself on the track as you take a 
sharp dip soon and the track gets a lot narrower in the 
tunnel. As soon as you exit take a hard right so you can 
pick up the Rocket Booster there, don’t use it yet save it 
for the final straight before the line. Take your time over 
the next bridge section as it has no barriers then turn 
onto the final straight after the next turn and use your 
Rocket Booster to help you up the final straight. 

Choice Car: BB 500 


suBaoua 1 

As with most of the tracks in Circuit Breakers, it’s important 
to keep to the inside of the first few corners here. The 
course is quite wide so overtaking isn’t too much of a 
problem. The first straight come in the form of a huge pipe - 
use it for more overtaking if you can. You can also travel 
quite high up its sides so use it to your advantage where 
possible. As soon as you here the buzzing of an electrical 
charge you know you’re coming up to the electrified 
barriers on the left of the course. Try and ram a competitor 
into the side; they blow up as a result, which a great way of 
removing them but make sure they don’t do it to you! Carry 
on round the next selection of twists and bends keeping 
your inside tines until you reach a tight S-bend that has a 
brown rock jutting into your path on the left, take it wide to 
get the best line to the finish line. 

Choice Car: BB 500 




suBapua 2 


Take the left turn before the pipe section wide to give you 
a good line on the straight then be ready for a sharp right 
turn as you exit to avoid the electrified barrier on the left. 
The track gets a lot tighter after this bend so make sure 
you exit the corner as close the to middle as you can. 

Take the next series of corners tight to the inside line to 
give you top speed then get ready for a sudden move left 
when the track gets thinner again where you see the 
yellow and black striped barrier. The remained of the 
course from here gets very narrow and the turns are much 
sharper, so make the most of the other racers and use 
them to help you round corners by ramming. There’s one 
last straight before a couple of corners then the line, 
you’re going to have to hustle through as best you can to 
give you a best position for the second lap, now you can 
use the pipe straight to overtake the remaining racers 
before you can get in the lead. 

Choice Car: Rosso Rapido 

swamp 1 

Make sure you’re right on the left hand side of the track 
as you approach the first bend. Take the inside and use 
the small stream of water next to the sand to give you a 
brilliant shortcut round to the left. Mind the sand trap on 
the right of the track as you enter the next hard left hand 
corner, as you exit you go under a small bridge so make 
sure you’re in the middle of the track. As you pass the 
metal blowers get ready to take a sharp right by going to 
the inside line. You find another shortcut corner there so 
make the most of it. Now take the bridge that you past 
under earlier and pick up the Rocket Booster on the right 
if you can so you can power down the finishing straight. 
Choice Car: Rosso Rapido 
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swamp 2 


To say this is a tough course would be a big 
understatement. As you exit the first left-hander make 
sure you’re in the middle of the track as you have sand 
traps on both sides that slow you to an almost stop if 
you cross. Take the following jump making sure you’ve 
kept your central position; there are slalom style out¬ 
cropping on the next section of track you can just fit 
past in a straight line. Take the next jump then be ready 
to perform a hard left on the next humpback bridge. If 
you take it late you end up in one of the many sand 
traps. Miss all the pipes you encounter on the next 
straight as they only slow you down, watch out there’s 
another hard left ahead! Make sure you take it as early 
as possible. Mind the humps coming out of the water in 
the next section, you need to slightly adjust your pass 
to get around them but you shouldn’t lose too much 
speed in your efforts. Use the shortcut corners that you 
next approach to your advantage and keep right on the 
inside of the bend so you can stay on the water. There’s 
two in a row so be ready. Keep an inside line for the rest 
of the bends and make sure you’re on the left hand side 
of the track as you exit the last corner, the course looks 
wide but the finish line in on the left so watch for the 
wall to the right. 

Choice Car: Rosso Rapido 

veNice 1 

This track is very fast and furious so don’t consider 
taking your finger off of the accelerator for any of the 
corners, or you find all you do is drift out wide. As the 
first lot of corners approach take them as early as 
possible to give you the best line through; your 
competitors never do this so it’s your best option here. 
Be careful when trying to ram the boats on water, it 





doesn’t work quite as well as it does on dry land so 
avoidance probably serves you better. Continue to turn 
the nose of your boat in early towards the corner as you 
find you can point your boat in the direction you want 
to proceed before you actually turn. This gives you 
much better acceleration out of the corner giving you a 
distinct advantage. 

Choice Car: BB 500 


veNice 2 


Though the majority of the first half of the course is 
very twisty and abrupt it is quite easy to get a good line 
through your competitors thanks to the width of the 
track. You won’t get any problems until you start to 
pass under the pier. It’s very tight and the opposition 
are very prone to bumping you into the sides along this 
part of the track. You can actually take another route 
though which is hard against the left wall, line yourself 
up with it as you exit the corner before and you have a 
clear run all the way along until the next corner. Take 
the next few corners as you did the first then prepare to 
jump twice over a bridge, when you pass the second 
hump quickly steer left to make sure you don’t crash 
head long into the wall on the right of the course. When 
that’s been cleared you only have to negotiate two 
more easy corners before the line. 

Choice Car: Rosso Rapido 




cRasH BaNDicoot j: waRpep 

Crash is back with Coco in Crash Bandicoot y Warped, 
with added scenes and characters to fight against and 
also some new modes of transport to aid Crash and 
Coco’s mission to eradicate N. Cortex, while collecting 
the crystals for safe keeping. Here we get you through 
each level with ease and show you where those secret 
gems can be found in the various levels. There’s also 
new feature to Crash Bandicoot 3: Warped, where you 
have to collect relics for each level in each world, which 
is accomplished by racing through each level for time 
trials once you have completed the original mission. 

Can you beat the time offered for each level to be 
rewarded with the platinum relic each time? 

• WORLD 1 

LeveL 1 - toap viLLace 
extRa perns: NONe 

This level is more of an introduction to get you used to 
the controls and functions of Crash. Starting off on the 
path, head forward and smash the first set of boxes you 
see to reveal apples for collection. Once you have 100 
apples, you gain an extra life. Continue forward to the 
fleeing chicken in front of you then jump onto the box 
with strips down the side; this jumps Crash between 
the two boxes for extra apples. Proceed forward past 
the puddle on your left, through a line of apples and 
onto the wooden hurdle where there’s another bouncy 
box. Continue onwards to pass or spin out the goat 
(you can also jump on it for extra height to smash the 
box with the question mark on it for more apples) then 
head to the mask box which gives you a protection 








mask so it takes more than just one normal hit before 
losing a life. Proceed onward while avoiding the hole on 
the left side of the path then smash the pile of boxes in 
front of you before hitting the box with a *C symbol. 

This signifies a checkpoint so if Crash dies he restarts 
the level here. Once past the hole on your right and the 
next goat, you see a box where the symbol changes. 
Smash this box when you see a symbol of Crash on it 
for an extra life (the longer you wait for the symbols to 
change, the quicker the symbols change making it 
harder for you to smash when on the right symbol). 
Cross over two more wooden hurdles and continue into 
battle with the hopping frog (one hit destroys it) then 
continue to smash more boxes before tackling the 
sword swinging guard. Either spin him as soon as he 
stops swinging the sword, or simply run past him. Run 
over the bridge and jump onto the platform with a 
question mark on it to access the bonus level. 

bonus LeveL 

Follow the wooden platforms while collecting apples 
then jump on the bouncy box to collect the extra life 
from the box. Now jump and spin the question mark 
box above then smash all the remaining boxes to arrive 
at the question mark platform where you exit the bonus 
level. All apples and the extra life collected from this 
Bonus Level is added to your score. 

Having arrived back at the previous path, go through 
the line of apples and over the wooden hurdle then 
continue past the goat to arrive at the next pool where 
there is a frog to deal with. If the frog gets you, he turns 
you into a prince which costs you a life. Go forward to 
smash the checkpoint then head across the wooden 
hurdles to another frog pool. Continue forward to 
smash more boxes and tackle another sword swinging 
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guard, then tackle two more goats via a narrow 
pathway where you need to avoid the holes on either 
side. Continue onward to go through a puddle that 
leads to two boxes that change from a blank square to 
a question mark. If you don’t hit these quickly they 
change to solid metal box which Crash won’t be able to 
destroy. As you pass the boxes, a porthole appears to 
exit the level which takes you back to the level 
selection area. 

LeveL 2 - UNDeR pRessuRe 

extRa cems: NONe 

Crash starts this level underwater, a new feature to the 
trilogy. Use the spin button to propel Crash faster than 
normal swimming. This tactic is required when trying to 
avoid mines that follow your moves, and can also be 
used as the normal spin function for removing 
destroyable opponents. Starting at the beginning, swim 
right to smash the boxes using a spin and collect the 
mask from the mask box. Spin forwards to destroy the 
oncoming shark but watch out for the mine hidden 
behind the red seaweed below. Spin past the mine as 
you can’t destroy it without losing a life, then smash 
the boxes and continue past the next mine ahead. 
Continue forwards and past the red puffer fish, and 
smash the checkpoint box. Go through the tunnel and 
swim around the rotating disk then swim down the 
tunnel at the bottom where you’re confronted by two 
moray eels. Spin past them when they retreat into their 
holes and collect the box below (one being a symbol 
changing box) then proceed left to take out the shark 
before entering the tunnel with boxes enclosed. On the 
other side of the tunnel there’s a mine and a puffer fish 
to negotiate, so get a good run-up ready to propel past 
both of these obstacles and onto the checkpoint box. 





Head into the next tunnel and descend while 
smashing boxes on the ledges to appear by the 
underwater jet ski. Use the jet ski to destroy the 
nearby enemy by pressing the spin button which acts 
as a torpedo launcher, and use • to accelerate. 

Shoot all the boxes and the red seaweed which 
reveals hidden boxes then continue going right to 
shoot the shark and the mine. Next to the shark there 
is an extra life box on the ground. Now continue 
forward to the tunnel where you have to leave the jet 
ski behind, and swim passed the two revolving disks 
to enter the next tunnel where you’re meet by 
another moray eel and a mine. Swim passed the mine 
and jump on the nearby jet ski then venture left while 
shooting more red seaweed and boxes. When 
approaching the green seaweed, shoot the red puffer 
fish then proceed to the next set of boxes and quickly 
shooting the changing symbol box before it becomes 
solid. Proceed onwards to shoot the shark that 
appears from the tunnel then leave the jet ski and 
swim into the smaller tunnel to exit the level via the 
porthole that appears. 

LeveL $ - ORieNt expRess 

extRa cems: NONe 

In this level, Crash’s friend Coco has to ride a cuddly 
little tiger through the obstacles lying ahead, jump 
onto the tiger and run through the first two boxes then 
jump over the gap in the path and continue through 
more boxes while avoiding the guards and barrels that 
roll down the pathway. Jump up for the extra life box 
then get ready to jump over the Chinese dragons that 
fly across your path. When approaching the large 
boxes, watch out for the spring men who change your 
path to go up to the higher levels (this results in your 
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missing all the goodies below). Avoid the stationary 
barrels and jump across the gap to the right of the first 
one, as your journey continues some of the dragons fly 
across higher than the previous ones, so don’t jump, 
just continue underneath them. Now go through the 
checkpoints and past the dragons and guards until 
reaching the large gap. jump the gap to arrive at the 
end of the level where Coco cuddles her tiger and exit 
through the porthole. 

LeveL 4 - BONe yaRD 

extRa cems: NONe 

Crash’s journey for this level is to progress through 
the swampland while avoiding all enemy attacks and 
obstacles to find the bonus mission. Start the journey 
by smashing the boxes then jump into the black 
swamp to be chased by the dinosaur. Quickly run and 
jump over the lava pools and stone hurdles until 
reaching the level below where the dinosaur stops 
chasing you for now. Smash more boxes in front of 
you and the checkpoint box then run again to be 
chased by the dinosaur while avoiding the lava pools 
and stone hurdles. While en route, pick up any apples 
and smash boxes if you have a good distance ahead 
of the dinosaur, then jump to the lower level for 
safety. The next short swamp is safe from the 
dinosaur, so just make your way to the checkpoint 
box and smash the protection mask box before 
jumping over the TNT boxes. Follow the path that lead 
to more swamps, but this time jump over the lava 
pools as they slow you down. At the end of the this 
swamp section, you find the question mark platform 
that takes you to the bonus level. 





bonus LeveL 

Once at the bonus level, jump between the bouncy 
boxes for lots of extra apples then follow the path ahead 
through more apples until reaching the stacked boxes. 
Only smash the first couple of boxes so that the box with 
the arrow symbol is still sat on at least one box. Now 
jump onto this box and jump again for extra height while 
going forwards to gain access to the metal boxes which 
contain an extra life. Make your way down then run and 
slide (•) to crawl through the gap and out the other side 
to leave the levet via the question mark platform. 

Once back at the swamp, jump over the lava pool and 
swamp grass to travel along the path which has the 
exclamation box on it. Jump up and spin into this box to 
create the wire-framed boxes ahead that lead to the 
next set of boxes. You need to use a double jump to get 
the highest box and apples. Carry on along the path 
until reaching more swampland with no obstacles other 
some than boxes for smashing, until reaching the lower 
level for more boxes and the checkpoint. The next 
section of swampland is the last, where you’re chased 
by the dinosaur through two sections of swampland, 
separated by a short single pathway. Jump over the lava 
pools, swamp grass, stone hurdles and avoid the birds 
with the flapping wings until reaching the lower level 
and exit point via the porthole. 

LeveL 5 - makiN' waves 
extRa cems-. NONe 

This level has Coco making full use of the jet ski to jump 
over ramps and smash boxes while avoiding enemy 
mines situated within the water. Start off by accelerating 
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to speed through a line of apples and then onto the first 
jump. Use the arrow at the top of your screen to see the 
direction you should be heading in, and don’t attempt to 
move outside the line of buoys on located either side. 
When approaching the double jump, take the right hand- 
side to smash through the box above the ramp, then 
steer to the right for three floating boxes. Proceed to the 
next two ramps then slow down as you head towards the 
ship (remember to steering clear of the floating mines). 
Once at the ship, it’s cannons fire mines into the water to 
obstruct your path. Watch how they shoot in sequence 
with the nearest cannon firing and then continuing down 
the line. As the first cannon is about to shoot, speed 
along the side of the ship but watch out for the guy in 
the rowing boat at the end. Once at the checkpoint box, 
you have to speed past the other side of the ship while 
avoiding more cannon fire, then head through the three 
boxes and past another rowing boat. When approaching 
the next ramp, beware of the low flying seagull who 
attacks you if you are travelling to slowly. Once past the 
seagull, slow down to manoeuvre through the narrow 
passageway with lines of mines obstructing your path, 
then onto another ramp where you need to get your 
timing right as the mines start to move from side to side 
at a faster rate. After the ramps, head for the checkpoint 
box then steer right to avoid more mines before slowing 
down for the next narrow passageway that’s also filled 
with mines. Now go through the last section of ramps 
and mines to head for the skull archway which reveals 
the porthole to complete the level. 

fiNaL LeveL - tiNV ticeR 

extRa cems: NONe 

This is the last level for World One, where Crash has to 
battle against Tiny Tiger who is not so tiny. Tiny is 





strapped between pillars, but not for long as you have 
to duel with him once he breaks free. Tiny jumps 
down to attempt to trample you to death, so run away 
from him until he takes a rest, then quickly move in 
and spin at him. Tiny then jumps back up to his 
platform and release a pride of raging lions at you. 
Avoid these by jumping from side to side as the 
approach. Soon they stop and Tiny jumps back down 
to have another battle with you. Continue this several 
times until Tiny decides to call it a day. When 
complete you gain a new ability: Power Belly Slams. 
Once back at the porthole, you can now come down 
the path and use the Load/Save screen if required 
before accessing the second path for World Two. 

• WORLD 2 

LeveL 6 - cee wiz 

extRa perns: NQNe 

This level has Crash dealing with wizards who cast spells 
that can turn Crash into a frog at the expense of a life. 
Starting at the beginning, go forward and use the bouncy 
box to gain more apples and smash the other boxes then 
continue to battle against the two frogs before 
proceeding to the stack of reinforced boxes on which 
Crash has to use the belly slam to crush. Now cross the 
wooden hurdle to fight another frog while avoiding the 
holes on either side of the path, smash the stack of 
boxes and the changing symbol box (try to get the 
protection mask) before it becomes solid. Now battle the 
wizard while avoiding his spell blasts and continue 
forward and past the goat. Smash the stacks of boxes 
and then onto the checkpoint box, then head onward to 
tackle two more frogs before jumping over the hole and 
the wooden hurdle while following the path and avoiding 
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the nitro box. To get the extra life box, belly slam into the 
pile of reinforced boxes then jump up for the extra life. 
Now go forward avoiding the hole to the left, then smash 
more boxes including the changing box. Continue 
forward to tackle the next frog and the goat then head 
across the large puddle to battle against the sword 
swinging guard. Continue past the narrow path with 
holes on either side to beat another wizard then as you 
proceed up the path, a charging goat appears at the 
brow of the hill. Remove the goat then continue forward 
to the checkpoint box and smash it open. Now jump over 
the hole ahead and go through the next large puddle and 
over the bridge to fight another sword-swinging guard. 
Once defeated, go forward and take out the next frog 
and a charging goat before heading across the hole to 
fight another wizard. Smash the next checkpoint box 
then go through the wall of boxes and through the large 
puddle containing a frog. Once on the other side jump 
onto the bonus level platform. 

bonus LeveL 

Once at the start of the bonus level, jump onto the 
bouncy boxes then onto the springboard box (marked 
with an upwards arrow) to get the boxes above and 
onto the next springboard box to reach the exclamation 
box that turns the wire-frame boxes into collectable 
boxes. Finally, smash the next exclamation box to 
complete this bonus level. 

Once back at the original path, jump over the hole and 
pass the goat to reach two sword-swinging guards. 
Defeat the guards and the following frog then remove 
the next charging goat before heading across the 
bridge to defeat another sword swinging guard. Now 
spin at the exclamation box to create the porthole and 
blow the nitro boxes enabling access to the porthole. 




LeveL 7 - HaNC 'em high 
extRa gems: veLLow 
(onLv afteR pefeatiNC n. coRtex) 

In this level, Crash uses overhead platforms to hang 
from while travelling over tricky gaps. Starting from 
the beginning, jump up onto the exclamation boxes 
then onto the bouncy carpets until reaching the 
upper level. Face the Eastern guard who goes into a 
sword-swinging frenzy then wait until his sword is 
inactive before spinning him. Continue along the 
pathway collecting the lines of apples then jump over 
onto the bouncy carpet and onto the next platform. 
Battle against the guard on the magic carpet then 
jump up to the hanging platform where Crash can 
cross while hanging and spin without falling off. Spin 
into the scorpion then continue across the hanging 
platform until reaching the checkpoint box. Travel 
along the wooden walkway on the right and spin the 
monkey who’s carrying pots but remember to 
withdraw quickly so the pot doesn’t fall on your head 
costing you a life. Jump across two bouncy carpets 
while collecting the apples en route, then jump up 
onto the springboard box to access the upper part of 
the level where you’re confronted by another pot¬ 
carrying monkey. Once the monkey has been dealt 
with, jump across the next set of bouncy carpets and 
onto the following checkpoint box. Now swing across 
to the long hanging platform and collect the boxes 
then fight against the scorpions and guards on magic 
carpets until you reach the sharp left-hand bend 
where you need to jump off to find the question mark 
platform that takes you to the bonus level. 
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bonus LeveL 


On this bonus level you have to move quickly as some 
of the boxes change symbols and then become solid, 
but watch out for the ones that change into TNT boxes. 
To access the higher boxes, double jump onto the first 
high box and use it to lift you up to the others, then 
continue along to the end of the walkway and jump 
back onto the question mark platform to be returned to 
the hanging platform. 

Use the springboard box to get back onto the 
swinging platform and continue forwards while 
collecting apples until reaching the end of the 
platform. Jump down and continue to the next 
springboard to reach a new section. Jump across the 
gap between the buildings and take out the pot¬ 
carrying monkey then continue across more bouncy 
carpets to the checkpoint box. Now continue right, 
only smashing the first box so as not to set off the 
nitro box. Jump over to the next platform then wait 
on the edge until the Eastern guard stops slashing 
his sabre before go in for the kill. Jump onto the 
bouncy carpet to take out another pot-carrying 
monkey then continue to the two exclamation boxes 
and smash them (one creates boxes ahead to change 
from wire-frame boxes to collectable boxes, while 
the other opens the porthole to exit the level which 
is access by going forward and jumping across the 
last bouncy carpet). On this level there is a yellow 
gem to collect by going through the special Warp 
Room, but you have to wait until you’ve destroyed N. 
Cortex at the end of the game before attempting to 
reach this extra level. 




Level 8 - hoc Ripe 


extRa c f ems: NQNe 

In this level it is your objective to race on the open 
highway against the opposition and win the race in 
order to progress onto the next level. At the starting 
line get a clean and quick getaway by putting the 
throttle on full and pressing the forward button just 
before you get the green light. This causes you to 
wheelie away from the rest of the pack. Head forward 
and stay in the middle of the road to collect the apples 
and boxes, then keep to the right lane to ride over the 
green speed boost pad and stay right to avoid the 
incoming police car on the left. Once past the police 
car, steer left to jump the ramp for extra speed and stay 
on the left to avoid another police car on the right lane. 
Continue straight and ride in the middle to reach the 
double ramp, use the corners by riding as straight as 
possible to avoid sliding the bike as this results in a 
loss of speed. Now head right for the speed boost pad 
then left for the second pad then ride at full throttle 
down the middle lane to jump the last ramp to the 
finish line. If you don’t come first. Crash slumps over 
his bike and is transported back to the level selection 
porthole to enter the Hog Ride again. 

LeveL 9 - tomB time 
extRa cems: 

cLeaR (onLv afteR cettiNC PURPLe ceml 

In this level you have to guide Crash through one of N. 
Cortex’s tombs which is full of surprises and traps. 
There’s also a clear gem to collect on this level but you 
have to open the purple door first, so come back to this 
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level once obtained. At the start of the level you have to 
defeat the snake before entering the tomb. Once 
defeated go through the entrance and smash your way 
through the wall of boxes then run and jump over the 
hole in the floor. Now jump up the stairs (you can’t walk 
up them) and cross the jumping crocodile, but watch 
you don’t fall down the hole. Slide across the oil and 
jump on the switch to open the door, but you have to 
be quick as it’s on a time release. Once through the 
door, keep to the right of the corridor when sliding on 
the next oil spill (or you fall down a hole on the left of 
the corridor). Now you come to another switch to jump 
on which activates the door on the other side. Again 
this door is on a time release, which if you miss you 
have to go back and jump on the button again. Once 
through the doorway, smash the checkpoint box then 
follow the path until the tiles change to letters and 
beetles (the beetle tiles crumble when stepped on), use 
the letter tiles as much as possible to cross the path 
where you find the question mark platform that takes 
you to the Bonus Level. 

bonus LeveL 


When you arrive at the Bonus Level, jump over the TNT 
boxes then continue along the path while collecting the 
apples and smashing the boxes that you find en route. 
When you reach the question mark platform use it to 
return to the previous tomb. 

When back at the path, head forward to activate the 
exclamation box which creates the moving tile allowing 
you to get across the gap further along. Continue 
forwards but watch out for the monkeys in the vases as 
they throw bombs at you (if you destroy them the last 
monkey can be jumped on several times to release lots of 
apples), then carefully jump over the stone block which is 




operated by the guard further along the path. Once over 
the stone block, destroy the guard and smash the mask 
box for some protection before continuing down the 
corridor. When you arrive at three beams of light shinning 
down, jump around them other wise you may be hit by 
flying arrows. Next, remove the flame-thrower guard by 
timing your attack when his flame is away from you then 
go through the double sliding doors by stepping forward 
when the first one opens and then jumping through when 
the second opens to land by the checkpoint box. 

To the left is a big gap that you can’t jump over so head 
right while smashing boxes en route until reaching the 
next oil spill and hole to jump over. Jump on the switch 
in front of you create the wooden ledge needed to walk 
across and onto the moving platform. Wait for the door 
to open and jump through the doorway then smash the 
boxes and continue to the next switch which also 
creates a wooden ledge to access the moving platform 
(only activate it when the platform is moving towards 
you). Go through the doorway and dodge the light 
beams then proceed to the extra life box and a line of 
boxes at the bottom of the stairs. Jump up the stairs to 
the checkpoint box the continue across the moving 
stone blocks to the guard who’s activating the lever. 
Continue forwards to cross lettered and beetle tiles 
then remove the snake you encounter, until reaching 
the exclamation box. Use it to activate the moving tiles 
that allows you access to the porthole. 

LeveL 10 - miDNicHt run 

extRa cems: NONe 

In this level Coco has another attempt at riding the little 
cuddly tiger through the Orient Express, but this time 
it’s at night! Starting at the beginning, keep to the right 
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to avoid the guards then move left to avoid the 
springman. Continue forwards and jump the gap then 
avoid water carriers and barrels that roll down the hill. 
Keep going and jump over the low-flying dragons then 
continue riding under the high-flying dragons. Stay to 
the left when going down the narrow section and look 
out for the kites with tassels as they hold extra lives 
which you have to jump up for. Continue on through the 
checkpoint box and avoid dragons until reaching the 
wide gap that you have to jump over to reach the other 
side and the porthole to complete the level. If you 
missed the pink crystal you have to do the level again. 

fmaL LeveL - DiNCODiLe 

extRa cems: NONe 

Here you have to tackle the Dingodile who surrounds 
himself in a crystal ring that makes it impossible for you to 
attack him, however if you keep running around the ring 
he starts shooting at you causing the crystals to smash 
and eventually making a way for you to enter his domain 
and attack him. When he is hit, he lands on his arsenal of 
weapons which blows to create more crystal rings. He 
then fires bombs in the air, which you can only avoid by 
watching their shadows. Continue running around the 
rings and hitting the Dingodile until he eventually calls it a 
day and the penguin comes to congratulate you. 

LeveL n - dino miCHt 
extRa cems: 

cLeaR (if you Have tHe Rep cem fRom 
tHe Next LeveL) 


This level is similar to the swamp level where you get 












chased by the dinosaur, except this time you can ride the 
baby dinosaur to safety. Starting at the beginning, head 
forwards (back facing the screen) and double jump up to 
get the extra life on top of the metal boxes. Continue 
forwards while jumping over the lava pool and swamp 
grass to fight the spinning fish then head across the next 
lava pools and swamp grass to defeat the next spinning 
fish and a swamp monster. Smash the checkpoint box 
then continue through the swampland to the next fish. 
Once the area is clear, proceed to the dinosaur egg. 

Smash the egg to reveal the baby dinosaur you now need 
to ride. Turn the baby dinosaur around so you can 
continue upwards and cross the geysers, lava pools and 
swamp grass, until you eventually reach the next 
checkpoint box. Carry on through another section of 
swampland while jumping on any attacking swamp 
monsters until the baby dinosaur throws you off onto the 
path where you have to carry on without him. Smash the 
boxes and collect the pink crystal then jump on the 
springboard box to reach the exclamation box that causes 
the wire-frame boxes to change. Now proceed to find the 
question mark platform that takes you to the bonus level. 

bonus LeveL 

Starting at the beginning of the Bonus Level, belly-slam 
the reinforced boxes to grab the apples and extra life 
then continue forwards to belly-slam more boxes, but 
watch out for the gap between the platforms near the 
end. When the level has been cleared of apples and 
boxes, use the question mark platform to return to the 
previous level. 

On returning to the swampland, you have one last 
dinosaur chase in order to get through the area where 
you have to jump geysers, lava pools and stone ledges, 
and avoid the prehistoric birds. 
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LeveL 12 - peep tROUBLe 
extRa cems: Rep 

Starting at the beginning of the level, swim towards the 
jet ski and use it to blow up the boxes and the TNT 
boxes in the caves to gain access. Continue right to 
shoot the shark then onwards to blow up the floating 
mine, as you approach the green kelp shoot the two 
red puffer fish that are lurking in the weed. Carry on 
going right and shoot the box hidden in the red 
Seaweed on the ocean floor before the tunnel. Leave 
the jet ski behind and travel through the tunnel and 
swim around the rotating disk to descend down the 
tunnel then quickly propel passed the floating mine 
and moray eel. Once at the bottom, continue going 
right and spin into the oncoming shark then proceed to 
the checkpoint box and smash it open. Keep going right 
and propel yourself quickly passed the whirlpools and 
the sharks then continue past the two floating mines 
and enter the tunnel. Smash the boxes on the opposite 
ledges, taking care not to swim into the two red puffer 
fish then exit the tunnel and destroy the two sharks. 
Continue forward to the checkpoint box, then time 
yourself passed the whirlpool and red puffer fish to find 
the pink crystal. Continue right to find the way blocked 
by a wire-frame box and metal boxes, then head back 
and go up through the line of apples while avoiding the 
moray eel en route. Carry on going up until reaching the 
tunnel then swim around the rotating disk to exit on the 
right of the tunnel to reach up the jet ski. 

Blast the red puffer fish in the kelp then head right for 
the open tunnel and remove the sharks before carefully 
heading past the whirlpool to the nitro boxes. Shoot the 
nitro boxes from a distance (other wise you lose the jet 






ski) then continue to the exclamation box at the end of 
the level and shoot it. Now return back to where the 
wire-frame box is located by passing the whirlpools 
where there is now a TNT box. Touch the TNT box to 
make it explode and to open the gap allowing you 
access, then proceed along this new path to the 
chamber with two red puffer fish that are obstructing 
your path. Exit the chamber through the left tunnel then 
negotiate your way through more nitro boxes and past 
the two whirlpools with the red puffer fish separating 
them. Drop down to remove the shark then continue 
forward to smash the bottom box. It causes the TNT 
boxes to activate the time release detonator. Continue 
passed the exploded boxes to tackle two sharks then 
head past the three whirlpools (nudge yourself forward 
when the first two whirlpools stop then as soon as the 
third descends propel quickly passed it), it is best to try 
and pass the whirlpools from the top to give you more 
time to swim. Collect the red gem and use the porthole 
soon after to complete the level. 

LeveL 1? - high time 

extRa cem: puRpLe 

This level is similar to Hang ‘em High, but with more to 
contend with (you can also get the purple gem on this 
level). Starting at the beginning, jump over the fire 
walls created by the purple guards who throw fire 
bombs at you, then smash the boxes and jump onto the 
exclamation mark box to access the bouncy carpet. 
Continue further up to the higher section of the level 
then destroy the guard on the magic carpet and walk to 
the right to jump on the floating carpet before using the 
ledge to get past two more purple guards throwing 
firebombs. Smash the checkpoint box then swing 
across the hanging platform to fight the two scorpions 





and the guard on the magic carpet. Now jump off the 
hanging platform when the floating carpet is 
underneath you then jump off the carpet at the highest 
point and then onto the question mark platform to be 
taken to the bonus level. 

bonus LeveL 

Starting at the beginning of this Bonus Level, jump 
across the gap while collecting apples then smash the 
boxes until you arrive at the stack of boxes containing a 
few re-enforced boxes. Spin the breakable box to make 
the stack short enough for Crash to belly slam them 
and collect the extra life. Keep going right and jump in- 
between the bouncy boxes but make sure you don’t 
stay on them when they break as they leave a gap 
between the platforms. Keep going right and run and 
jump across the metal boxes to reach the higher 
section then continue to the question mark platform to 
return to the previous level. 

On arriving back at the original route, head forwards 
and jump onto the moving carpets to collect the pink 
crystal then jump off at the other side to smash the 
checkpoint box. Go onto the platform marked with a 
skull and crossbones to access the section where the 
purple gem is located. Jump passed the fire walls 
created by the purple fire bomb throwers then head up 
the bouncy boxes to find more fire bomb throwers that 
eventually leads to a hanging platform where you have 
to battle with some scorpions. At the end of the 
hanging platform there is another floating carpet to 
ride on, use it and you eventually reach the purple gem. 
If you use the porthole at the end of the purple gem 
you have to start the level again to complete it 
(optional as you already have the pink crystal and 




purple gem). Once you’ve finished the level make your 
way back through the previously mapped sections, 
until arriving back at the skull and crossbones platform 
but this time jump on the bouncy box to travel upwards 
via the bouncy carpet and moving carpet until reaching 
the top. Now go forwards to cross the gap via more 
moving carpets then jump into the pile of boxes on the 
other side and then onto the checkpoint box. To your 
right now is a guard throwing knives, so once he’s 
thrown one quickly run at him to knock him off then 
carry on across some more floating carpets until 
arriving at another hanging section with scorpions. 
Cross the hanging section by jumping onto the floating 
carpets underneath to complete the level. 


LeveL 14 - Roap CRasH 
extRa cems: NONe 

This is another version of Hog Ride but, as expected, 
it’s much harder. This time you have to win the race 
against nine competitors, and the circuit is further than 
before with the same barriers and police cars but this 
time there are potholes in the road and some very tight 
bends as well. Get off to a good start by doing a 
wheelie then fight for the racing line. When you 
approach the bends, come off the throttle a little to 
avoid too much sliding as this costs precious time. Use 
the speed boost pads and the ramps to gain the edge 
over those ahead, but watch out as the cars can now 
use the ramps. The rest is down to riding skill and 
practise, but for an extra secret level try hitting the 
yellow alien sign by the side of the left lane to go for 
some ‘Hot Coco’. Hitting this sign gives you access to 
the bonus level and an extra gem. Continue riding the 
jet ski through the hot lava while collecting all the 
boxes. In order to complete this level, you must located 
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green exclamation box in order to explode the nitro 
boxes that are surrounding the porthole. Simply jump 
over the ramp where the waves are at their roughest to 
located the green exclamation box, but watch out for 
the white sharks. 

LeveL 15 - DQUBLe HeapeR 

extRa cems: NONe 

This level is similar to Gee Wiz, but with some added 
giants you need to contend with. At the beginning you 
be faced with a double header (giant), you can go in for 
the kill if you wish, but it is probably best to avoid them 
as it saves you lives. To avoid them, pick which side of 
them you are going to run past then wait until the 
swinging club has stopped before quickly running past. 
Now go onto the wooden ledge and destroy the frog 
then continue past another double header and through 
the puddle that’s surround by nitro boxes and two 
frogs. Exit the puddle to go passed one more double 
header before reaching the sword swinging guard and 
the checkpoint box. Continue past the next sword 
swinging guard and onto a pile of boxes with an extra 
life, but watch out for the TNT box. Continue passed the 
following double header then jump and spin to remove 
the sword swinging guard whose blocking your path. 
Smash more boxes then defeat the roaming goat on the 
wooden ledge before smash the boxes on the other 
side (one will give you an extra life). Continue onwards 
and past the next goat until you reach the checkpoint 
box, then travel along the path while collecting more 
apples and avoiding the holes to reach the frogs and 
confront the wizard. Once you’ve destroyed the wizard, 
head for the bridge to tackle another wizard then 
proceed forward to find the question mark platform for 
the bonus level. 





bonus LeveL 


On arrival at the Bonus Level, smash the boxes and 
use the bouncy boxes to reach those above then 
continue along until reaching the exclamation mark 
box to convert the wire-framed box earlier to a 
question mark box. Now finish the off the other boxes 
before heading for the question mark platform to 
leave the bonus level. 

Arriving back at the path, go forward to pass the 
double header by keeping to the right side of him, then 
run and jump over the hole. Now destroy the two frogs 
in the puddle and head for the checkpoint box. 

Continue forward to pass another double header and a 
goat on the wooden ledge then proceed forward to 
collect the pink crystal and to reach the last section of 
the level where there’s another wizard to fight, as well 
as some frogs and a goat. Finally remove the last 
double header (which you can’t run past), so double 
jump onto his head to knock him down. 

fmaL LeveL - n tRopy 

When you meet N Tropy face to face for the first time, 
he fires an energy ball at you followed by laser sweep. 
Jump over both of these attacks to avoid injury then 
wait for the tiles to flash, and make sure that you’re 
stood on one that isn’t flashing as they are the only 
solid ones. Go in and use a spin attack on N Tropy then 
head back to the beginning to avoid his second wave of 
energy balls and laser sweeps. Once defeated, N Tropy 
awards you an extra power-up known as: Death 
Tornado spin. It lets you spin for longer and faster as 
well as glide while in the air by pressing ■ repeatedly. 
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♦ WORLD 4 


I.eveL 16 - spHVNXiNatOR 
extRa cem: cLeaR 
(oNce you’ve cot tHe BLue cem) 

The way to the clear gem is by jumping on a blue 
platform during the level (wire-framed if you haven t 
got the blue gem) to arrive at a secret level, where the 
clear gem is located. 

Start this level by walking forwards, then jump over the 
gap ahead before heading down the right corridor. Now 
jump over two more gaps in the floor, smash through the 
two boxes then as you turn the corner watch out for the 
bouncing sarcophagus. When spinning the sarcophagus, 
a mummy comes to get you so take him out as well. 
Continue forwards to jump onto the four boxes, one of 
which gives you the protecting mask, then keep to the 
right of the corridor to avoid the circle tiles as they shoot 
spears upwards through the floor. Now go down the 
ramp and across the gap then time your attack on the 
flame-thrower. Once defeated, carry on going down the 
ramp to find the checkpoint box then carry on and use 
the two floating platforms ahead to cross the gaps and 
defeat the next oncoming sarcophagus/mummy before 
heading for the stairs. Once through the sliding door, you 
see three rays of light beaming down on the floor. Each 
beam acts as a trigger when entered and shoots spears 
from the side walls. After manoeuvring yourself through 
this section, turn the corner to see the guard operating 
the handle that creates stone blocks to fall and slide 
through the oil and into the gap. Jump across and over 
the oncoming blocks to reach the guard and remove him 









out to stop the blocks. Proceed forwards through more 
boxes and onto a checkpoint box then head up the next 
set of stairs and through the sliding door to arrive at 
another corridor where your way is obstructed by boxes. 
Carefully smash the boxes, avoiding the harmful ones, 
then continue past the next section of floor spears and 
destroy the oncoming sarcophagus/mummy. Once past 
the next corner you have to jump past another section of 
controlled falling stone blocks and then onto another 
checkpoint box. 

The next section is quite hard as you have to cross the 
gaps using the cylindrical platforms. Jump onto the first 
one and then the second, then watch the movement of the 
platform in comparison to the flame-thrower before timing 
your attack. Continue forwards to find a single platform on 
the right that takes you to the bonus section then once 
completed return back to the level. Now go up the stairs 
and fight another sarcophagus/mummy then head 
forwards to see four monkeys hiding under pots. Take a 
running jump while hitting the spin button to wipe them 
all out, any that are left lying on the floor can be jumped 
on to gain extra apples. Continue on to pass the next tricky 
TNT box section and then through another episode of 
sliding stone blocks to confront more monkeys throwing 
rocks at you, which again take out in a continuous spin. 
Look for the floor button to open the sliding door ahead 
and then exit the level, making sure you hit the 
exclamation block so you can come back for more action. 

LeveL 17 - Bve Bve BLimps 

extRa pem: NQNe 

In this level it is up to Coco to fly a plane around the 
skies and shoot the blimps in no particular order. 

Above you at the top of the screen is an arrow that 
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points you in the direction of the nearest blimp. In an 
attempt to stop you in this fairly easy level, there are 
biplanes that try to hunt you down. Avoid their shots as 
best as possible by either diving or use the spin button 
to roll. Also look for health points awarded when you 
shoot down the boxes suspended by red cross 
balloons. Your health monitor is indicated in the 
bottom-left side corner of the screen. Happy flying - 
whip round the level until all blimps are destroyed. 

LeveL 18 - teLL no taLes 

extRa ceni: NONe 

Coco steps forward again for her second mission of World 
Four, and takes to the water for some more jet ski action. 
Start by going forwards to smash through the first box 
then weave your way through the sand dunes. Go 
forwards and over the ramp then through the next set of 
boxes before arriving at the ships side. Pass the 
onslaught of cannon fire from the ship then head towards 
the next ramp lined up with a row of apples. Now head 
around to the other side of the ship where the swells are 
more tidal and ride towards the islands on your right, but 
watch out for the seagull. Continue right past the island 
but beware of the pirate swinging an anchor and another 
pirate rowing a rowing boat. Now smash the checkpoint 
box and continue with speed to avoid the moving mines 
then hit the ramps to collect the boxes floating in mid-air. 
Head left now for the next ramp to jump and land 
between the two mines, where there’s an extra life. There 
are also three further extra lives past the other side of the 
boundary line. Once you have collect all the boxes from 
the level, see if you can find your way to them. 

Continue forwards but beware of the patrolling shark, 
then go on to ride around some more islands while 





being pursued by two more pirates in rowing boats. 
Don’t leave the islands yet, as there is a box to smash 
hidden in an alcove. Smash this then continue 
forwards. Pass the narrow section while avoiding mines 
and a white shark until gaining speed for the next ramp 
to clear the row of mines underneath. Ride through the 
checkpoint box and follow the outer buoys to weave 
through the palm trees and mines. Once you clear the 
next oncoming ramps, there is an extra life under the 
water surface. To get the extra life, accelerate and push 
the direction key forward to create the jet ski to dive 
slightly. Now ride past the ship firing cannons and 
collect the pink crystal and then onwards for the exit 
point via some more jumps and enemy opposition. 

LeveL 19 - futURe fReNzy 
extRa cem: cLeaR 

(wHeN access to worLd 6 is peRmittep) 

In this level, if something’s orange or glows orange it, 
destroys you. Starting at the beginning of the level, 
proceed forwards and go through the orange laser 
beam when it contracts. Cross the escalators, paying 
attention to the direction they are moving, then jump 
across the gap at the end of the second escalator. As 
you approach the UFO, notice that sometimes it glows 
orange and spins and then turns blue. When it turns 
blue and cylindrical then move in and destroy it with a 
spin attack. Continue forwards, passing the next set of 
orange lasers, until reaching the next escalator while 
paying attention to its direction. Negotiate yourself 
around the Nitro boxes and take out another spinning 
UFO. Carry on to avoid the next orange lasers until 
reaching the metal boxes ahead. As these are 
reinforced, you have to perform a belly slam to break 









them. Now tackle the next set of escalators and jump 
onto the single white platform that carries you to the 
upper section of the level. Start this section by 
smashing the checkpoint box on offer then travel to the 
right where you have to do a run and slide to get the 
boxes under the metal section. The UFOs you see 
ahead can be beaten by just running and spinning at 
them. Once destroyed, continue on to smash the mask 
protection box. jump over the lasers ahead and then on 
to confront a new style of UFO, which can only be 
destroyed once it retracts his blue laser beam. 

You now see a single platform that changes colour from 
red to green. Once it is green you can run and jump 
onto it then quickly jump off again before it changes to 
red. Once on solid ground, you come across a 
mechanical porcupine, which once its spikes contract, 
you can use it to jump from or spin it to send it packing. 
Now tackle another blue beam UFO then jump onto the 
green spinning platform that sends you up to the 
higher section of this stage. Run and jump across the 
next gap and fight the next porcupine, then past some 
more orange laser and fight more oncoming orange 
UFOs. Use the checkpoint box nearby and then 
forwards to use the transporter that forwards you to an 
even higher section. 

Once arriving at the higher platform, smash through 
the boxes ahead then clear the gap by jumping on the 
colour-changing platform. When arriving at the next 
porcupine, don’t destroy it as you can use it to bounce 
on to gain more altitude for the floating boxes above it. 
Continue forwards and across the gap via two more 
green/red platforms to notice the question mark 
platform that takes you to the bonus section of the 
level. Starting from the arrival point of the bonus level, 
head right and clear the gap to arrive at some metal 



boxes. Take a note of the signs ahead as to what 
actions to perform to maximise your box smashing 
abilities. Once through the bonus section, you arrive 
back at the upper level and have to cross the next 
escalator while dodging or fighting the oncoming UFO. 
Proceed and smash the next set of boxes then head 
past the orange lasers, the porcupine and then onto 
another checkpoint box. Now approach the succession 
of orange lasers and escalators, but pay attention to 
the last one as it takes you to your death if you don’t 
jump off at the end. Another transporter awaits to take 
you even higher with an orange UFO to greet you. Once 
forcing the UFO to leave, jump onto another green 
spinning platform to find your being propelled over to 
the other side of the level. When on solid ground, travel 
forward across the escalator and past the porcupine 
then through some more UFOs before smashing the 
exclamation box which reveals more boxes earlier on 
the level (you can get them next time if you wish) or 
jump through the porthole to complete this level. 

LeveL 20 - tomB wapeR 

extRa cem: BLue 

(must Have aLL gems fRom pRevious LeveLs) 

When the blue gem is accessible a secret pathway 
shows itself to you to take you to its hiding place. 

Start this level by going forwards and squishing the 
green bug, then notice the wheel on the floor. Use the 
wheel by spinning into it as it causes the door ahead to 
open. Now enter the next passageway. Walk forwards 
and jump onto the platform in the centre of the water. 
Keep still to notice the water level rise, but not sufficient 
to cause you any problems. This is how to take on all 
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the water section from this point onwards. So long as 
you gain sufficient height, by standing on platforms you 
cross the water sections safely. Once the water has 
resided, jump onto the boxes and up the stairs 
opposite. As you now turn the corner you’re confronted 
with a mummy contained within a spiked box. It can’t be 
killed from ground level, so either double jump up to his 
height and spin, or simply avoid it. Now take the next 
water rising challenge, but watch out for the gaps in the 
floor; just get to the first platform and wait until the 
water resides before continuing. Dodge the oncoming 
spiked mummy then continue on to see a guard hiding 
behind a full-length mask. This chap mimics your every 
move, making it very hard to get past him. However, he 
does have one big weakness; his legs! Simply run and 
slide into him to show him who’s boss then continue 
forwards to smash the checkpoint box before 
proceeding to the bonus level platform. The bonus 
section is quite short, where you simply have to find all 
the exclamation boxes, which once smashed turn the 
white wire-framed boxes into a more collectable item. 
Once back at the normal level, continue to the next 
water section where you have to turn the wheel at the 
bottom of the water pit and exit through the now 
opened door before the water rises. 

Now take the next water section by reaching the half 
point on top of a metal box then once the water resides 
again, drop down to take out the green bug but keep 
right to avoid the hole. Climb up the steps ahead and 
jump between the bouncy boxes for some extra apples, 
then dodge the protruding block and the spiked 
mummy. Continue forwards to the next water section 
and again aim for the halfway point (metal box) before 
getting ready to drop down and slide into the guard 
with the shield and then moving onto the moving 
platform. There’s no hurry to jump off this platform and 



we suggest you take your time so as to analyse your 
next move past the flying bug and Nitro boxes ahead. 
Once you’ve cleared the Nitro boxes, smash the next 
checkpoint box then move onto to hit the exclamation 
box to turn those wire-framed boxes into solid boxes. 
Now run past the two protruding blocks and up the 
stairs opposite to collect the pink crystal. Proceed 
forward to another water section and jump up to the 
platform then continue onto hit the next exclamation 
box. To get the next shielded guard, don’t just jump 
down and slide into him as you follow his exit after 
detonating the Nitro box ahead. As the water resides, 
jump to your left as he follows your moves and then 
slide into him before quickly leaving the water section. 
Continue onwards over the next set of Nitro boxes and 
past another spiked mummy to arrive at another wheel 
on the floor to open the door ahead. Enter another 
water section and jump onto the first platform then 
look ahead and below to see where the holes in the 
floor are. Once using the platforms to exit the water 
section, continue up the stairs to hit the exclamation 
box then leave via the porthole. 

• WORLD 5 

LeveL 21 - £QNe tomoRRQW 
extRa cem: cLeaR 
(you must Have tHe CReeN cem) 

Access to the clear gem is indicated by a green platform 
on the upper levels. 

This level is a duplicate of Future Frenzy, but a lot 
harder and with more to cope with. Remember, that you 
now have your fruit bazooka to get you out of those 
tricky situations. Starting at the beginning, take out the 
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oncoming UFO and cross the escalators then go 
forward and spin the orange UFOs when they become 
blue. Once you reach a statue of the skull and 
crossbones blocking your path, get the bazooka ready 
for some incoming bombs. You can’t shoot the target 
until it starts firing at you first, so walk slowly towards 
it with caution. Once you’ve destroyed the skull and 
crossbones, venture forwards to cross some more 
escalators and onto the checkpoint box. Now take on 
another skull and crossbones then cross more 
escalators to arrive at some wire-framed boxes. 

When arriving at the mobile platform and then onto 
another area, you’re still able to use you bazooka, as 
well as the left and right direction buttons to control the 
distance it can fire. Make your way through the lasers 
and overcome the UFOs, then when arriving at the bonus 
platform, you can put your bazooka to good use. Some 
of the boxes on the bonus level are wire-framed and not 
accessible without activating the exclamation boxes 
below the platform. As you can’t jump underneath the 
platforms, use your bazooka to shoot the TNT/Nitro 
boxes to create the exclamation box then activate it to 
changing the wire-framed boxes into accessible boxes. 
Once through the upper platforms you arrive back on 
similar ground. Now continue through more lasers and 
tackle more skull and crossbones to complete the level. 

leveL 22 - ORaNce aspHaLt 
extRa (Gem: NQNe 

Back to the dessert roads for some more biking, Crash 
style! This level is the same as the previous road races, 
except now the police cars move to obstruct your path and 
there are many more ramps and holes to master. The 
purpose is the same; you have to come first to get the gem. 






LeveL 23 - flamiNC passiQN 
extRa cem: CReeN 
(you Have to use tHe skuLL aND 
cRossBQNes pLatfoRm which meaNS 
gettiNG aLL perns, Boxes aND ReLics fiRSt) 

Start the level by going forwards and jump the gap 
using the bouncy carpet then remove the guard. 
Continue forwards to cross another bouncy carpet and 
onto purple guards throwing fire bombs in your path. 
Now cross the next gap via the moving magic carpets 
and remove the pot-carrying monkeys en route. Use 
caution on the next section as you have to clear a 
pathway of fire, courtesy of the guards above. One way 
to destroy them is to use your bazooka! Now continue 
over the next set of carpets and follow the platform 
past more fire-bomb throwers. Access the higher levels 
by using the bouncy carpets and avoiding more fire¬ 
bomb throwers. You now start heading left along 
similar methods of transport until reaching the bonus 
level platform. Again make use of the bazooka for 
blowing up the boxes that cause you trouble to 
complete to bonus level and arrive back on the original 
path before proceeding forward to complete the level. 

LeveL 24 - map BomBeRS 

extRa cem: NONe 

This level is another air adventure scenario, except this 
time instead of flying around a shooting blimps, you 
use a biplane and hunt the enemy bombers by shooting 
both of their engines. The usual power-ups are 
available throughout the level, as well as the health 















boxes, however keep a close eye on your positioning as 
the bombers fly around the screen making it difficult to 
know where you are. Once all bombers have been 
relieved off their engines, the level is complete and 
you’re rewarded with a pink crystal. 


LeveL 25 - bug Life 

extRa pem: cLeaR 

(caN onLv Be OBtaiNep ONce aLL five 
coLouRep cRystaL Have BeeN coLLectep) 

Start the level by taking out the snake and then 
continue onto another snake and a jumping crocodile 
while avoiding the holes. Continue onto smash through 
some boxes then head up the hill to take on more 
snakes and crocodiles until arriving at the gap with 
bugs tiles. Jump on and over these tiles quickly as they 
collapse, then smash the checkpoint box. Run into the 
firefly so that he follows you through the dark areas 
ahead, when arriving at the three light beams try to 
avoid triggering the darts by moving around the beams. 
Once you run into the next firefly, run as quickly as you 
can before the light extinguishes, or you’re left in total 
darkness. Smash through the three mask boxes for 
extra protection and then use the next firefly and 
repeat the mentioned process. Once through this 
section, smash the checkpoint box by the sliding door 
then enter the next section to find the bonus platform 
on your left. Once at the bonus area, use the same 
principles as before, using the fireflies to guide your 
way. Once back to the normal section of the game 
negotiate yourself past the three beams of light and the 
spiked dummy to enter the sliding door and collect the 
pink crystal. Now make your way through the various 
obstacles to complete the level. 










boss LeveL - n. coRtex 


This is the last boss guy to deal with and is no easy task. 
Starting at the beginning you see both your mask and 
the enemy mask battling in the centre of the room. You 
have to avoid their conflict while paying attention to N. 
Cortex shooting at you. Cortex starts throwing mines at 
you, which you must avoid and then spin into him when 
his blue shield is down. This process has to be repeated 
until he calls it a day, and takes about five to six shoves 
down the centre tube before he is defeated. 

• WORLD 6 


World Six can only be accessed once you have 
completed all the time trials from Level Five through to 
Level 25 and been awarded the relics. The centre section 
of the level selectors have a raised yellow platform to 
stand on that takes you to these extra levels. 

LeveL 26 - ski cRazep 

extRa cem: NONe 

Welcome to another jet ski adventure with Coco. This 
time the water is showing reflections of the volcano 
and lava in the distance. Start by going over the first set 
of ramps then bear left and smash through the box to 
open and access past the line of mines. Ride with 
caution down the narrow section and take the next two 
ramps and head right to get the box between two 
mines then use the ramps to collect the boxes floating 
in the air. Now go through the checkpoint box and 
proceed forwards past another narrow section before 
the long stretch of ramps. Watch the last one as it has a 
Nitro box to dodge. The head for the volcano and past 







some more moving mines and over some ramps to 
arrive at another checkpoint box. Continue past the 
sand dunes until you reach some more ramps and more 
narrow mine sections. The last ramp leads to the 
exclamation box and the level exit. 

LeveL 27 - HaNC 'em hich 

extRa cem: yellow 

This level is an add-on to the original Hang ‘Em High 
level back in the earlier worlds of the game. However, it’s 
the only episode of Hang ‘Em High where you can collect 
the Yellow Gem. Starting at the beginning, get past the 
guard while heading right and clear the Nitro boxes then 
remove the guard on a magic carpet. Now head forwards 
and jump over the bouncy carpets to land on solid 
ground and destroy the two guards opposite. Venture 
forwards and collect the apples via the moving carpets 
then head right over some more moving carpets being 
careful not to activate the Nitro boxes. Carry on going 
right until reaching two moving carpets while accessing 
loads of apples before jumping off the last one to find a 
grey single platform to access the other side of the level. 
Turn around and look for the two exclamation boxes to 
smash then proceed over the boxes and remove the pot¬ 
carrying monkey (coming this way is optional and leads 
you to the bonus section and the Yellow Gem). You now 
start turning left and have to jump over some bouncy 
carpets and fight (or shoot) more guards until reaching 
another checkpoint box. Now keep heading forwards to 
cross two more bouncy carpets and land on solid ground 
to battle against another pot-carrying monkey. Carry on 
forwards to jump and use the overhead grate to swing 
across until reaching the bonus platform. Now head back 
to the exclamation boxes and continue to walk ahead to 
exit the level once you’ve found the yellow gem. 





LeveL 28 - aRea 51 

extRa cem: NONe 


This is by far the hardest racing level you experience, as 
you now have to ride at night and compete against some 
UFOs and the police cars which now drive straight for 
you. To start, keep to the right of the road until passing 
the road works barrier on the left, then continue staying 
to the right until you see headlights ahead before 
steering to the left to avoid the oncoming police car. 

Carry on in the left lane until passing and smashing the 
three boxes then move over to the right to avoid another 
barrier (behind the barriers are ditches). Now keep to the 
middle of the road to utilise the speed strip and continue 
in the middle for another speed strip and the first ramp. 
Now head left until seeing the next set of headlights and 
then quickly head back to the other side of the road to 
miss the second police car. Go back left to avoid more 
barriers and then back to the right to access the next 
ramp, then stay on the right to avoid more police cars. 
Once the police car has past stay in the left lane to use 
two speed strips in succession and then move right to 
avoid a barrier before going left once the next police car 
passes. Continue forwards while in the right lane, where 
you arrive at another speed strip that rushes you over 
the next ramp and over the oncoming police car. Carry on 
hugging the right lane until just about to hit the barrier, 
when the police car to you left should have past to avoid 
a collision, then quickly swerve to miss the barrier. Carry 
on staying close to the middle line as there are barriers 
on either side of the road now and also ride over the next 
speed strip. Head to the right and jump over the ramp 
and onto the next set of speed strips which eventually 
takes you to the last ramp in the middle of the road to 
complete the level. 





LeveL 29 - futuRe fReNzy 

extRa cem: cLeaR 

This level is the earlier level of Future Frenzy except 
now you can access an extra route to get the Clear 
Gem. Don’t forget to use the apple bazooka for the 
tougher opponents you encounter. 

LeveL to - rings of poweR 
extRa pem: cLeaR 

This level is not too hard, but becomes more difficult 
when to want to go back to it to gain the extra relics, 
etc. Once going back for the extra relics you have to 
spin through the rings to gain the extra speed needed 
to get a good time. 


summaRy 

Remember all the relic and gem collecting sections are 
optional, unless you plan to enter World Six. This 
makes the game enjoyable for all types of gamers from 
those who just want to have a quick run around 
through to the dedicated perfectionist. Enjoy! 









meDieviL 


Can you battle through MediEvil and collect every 
Chalice in Dan Fortesque’s epic quest to rid the world of 
the evil wizard Zarok and his army of undead soldiers? 
You can with our complete solution... 

Basic tips 

• You need to fill your Chalice with the blood of your 
enemies before you can collect it. Do this by hacking 
down foes until your rating is 100% 

• You can return to previously-completed levels if you 
wish. Do this to win a missed Chalice or to restore 
health before tackling a fresh level. 

• Keep your eyes peeled for secret areas throughout. 

• Completing a level often opens several others. You 
don’t have to complete them in the order offered here - 
it a level is open, feel free to go for it. 

• Winning a Chalice allows you to enter the Hall of 
Heroes for a weapon, treasure or power-up. If you’re 
stuck, try going back to previously-completed levels 
and collecting missed Chalices, then use the goodies 
won in the level that’s taxing you. 

• By holding your club in a fire, you can set fire to the 
club. It goes out after a short while, but you can use it 
to set fire to other things. 

paN’s cRypt 

Start by collecting the sword then head down the 
slope into the other chamber where the Star Rune 
waits. Once you’ve grabbed it, head across the water 
and open the chest to receive a Copper Shield, then 
collect the nearby coins before heading back to the 
previous chamber. Take the Life Potion from the 






mound of earth in the corner then use the Star Rune to 
open the gates. Now proceed to the top of the stairs 
and read the book before continuing through the 
doorway to exit Dan’s Crypt. 

tHe CRaveyaRD 

Once inside the Graveyard, follow the path until you 
reach the mound where the path splits then look 
around the mound for the Earth Rune. Once you have 
collected the Earth Rune, hack down as many zombies 
as you can as it helps with your sword skills. Continue 
to the other side of the mound and along the path to 
the next split in then follow the path that leads left and 
to the gate. Use the Fountain of Rejuvenation if 
required then use the Earth Rune stone to open the 
gates. Now continue along the path to the next mound 
and the Chaos Rune. Clear the area of zombies then 
collect the rune and nearby coins before returning back 
through the gate and up the steps. 

Use the rune to open the gates at the top, then 
proceed through the gate and along the path to the 
angel statue. Remember to kill all the zombies you 
encounter. By hitting the statue with your sword, you 
can turn her around and open the gate she faces. Use 
this process to collect the Chalice (turn her right) and 
then the life potion and coins (turn her right) before 
proceeding along the path and up the steps. Continue 
around to the right and follow the steps down to the 
soil area below then jump onto the opposite ledge 
where you find more coins hidden in a chest and a 
supply gargoyle. Drop back down and continue along 
the path to the fountain and the coins located on the 
platform then return to ground level again and proceed 
across the narrow bridge and through the doorway to 
exit the level. 




cemeteRV hiLL 

After the short story sequence ends and you have 
control of Dan, head through the gap in the wall and 
start attacking any nearby zombies then continue 
through the Cemetery until you reach the lava pool 
where the boulders are falling in. Carefully jump across 
the lava pool and proceed along the path then begin 
the climb to the top while avoiding the incoming 
boulders by either jumping over them or by using the 
various recesses that can be used to climb up to the 
path above. Each time you do climb to the path above, 
remember to continue walking in the direction the 
boulders are coming from. When you finally make it to 
the top, the two gargoyles that are creating the 
boulders admit defeat and vanish. Collect the coins 
next to the book, then use the fountain if required 
before heading through the door to enter the next level. 

tHe Hilltop mausoLeum 

Walk through the gates at the start of this level and 
remove the imps waiting for you. Continue along the 
isle to the chest at the end and open it to reveal the 
club, then use the club to smash open all the green 
tombstones to uncover any hidden items in the graves 
below (try not to use the club too much as it has a 
limited life). Smash the last tombstone on the right of 
the isle (it has light shining up from below) then drop 
down into the hole and proceed along the tunnel to the 
stained glass window. Use either the club or sword to 
remove the window then enter the chamber and clear 
the area of all imps. In the chamber there are another 
three stained glass windows, a purple one in the 
middle and two red windows on either side. Smash the 
red stained glass window to the left (of the purple 





window) then enter the passage and carefully jump 
over the spikes to reach the room at the end. Collect 
the energy vial and the Earth Rune, then quickly head 
back past the spikes to the previous chamber before 
the floor falls away beneath Dan’s feet. 

Now smash the purple stained-glass window and 
remove any imps on the other side then proceed along 
the passage and over the spikes to the closed gate. 
Place the Earth Rune into the hand to open the gate 
then drop down into the room below and clear the area. 
Once the imps are out of the way, collect the coins from 
the stone table then head up the stairs and use the 
fountain if required. Watch out for the imps in this room 
as they try to steal your weapons. If this happens, 
quickly attack them to get your weapon back before 
they run off with it. Now head through the door and 
collect the Moon Rune then continue through the 
following door where you find a skeleton playing the 
piano. Take the energy vials and the Chaos Rune then 
return to the previous room and head through the door 
opposite the stained glass window to find yourself back 
in the room where you started this level. 

Drop down the tombstone hole again to return to the 
chamber with the three stained-glass windows, then 
smash the final window (the red one to the right) and 
proceed along the passage to the hand. Use the Moon 
Rune to open the gates ahead then use the club to 
make yourself a path through the spikes blocking your 
way. Once on the other side of the gate, destroy the 
gargoyle then collect the vial and the music sheet 
located in the cupboard in the left corner. You need to 
make a run for it as soon as you take the music sheet 
as the floor crumbles again. Now make your way back 
to the skeleton playing the piano and give him the 
music sheet to expose the Chalice. Once you have 



collected the Chalice, return to the room at the bottom 
of the stairs and use the Chaos Rune to open the gate. 
Proceed down the next set of stairs and along the 
passage to collect the contents of the chest, then slide 
the flaming block along the floor and position it under 
the heart. Once the heart gets too hot, it explodes and 
releases the Stained Glass Demon, who then waits in 
the room above for your arrival. 

boss - staiNep cLass pemoN 

Once the demon has appeared and moves towards you, 
quickly equip yourself with the crossbow and start 
moving around the room to avoid any attacks the 
demon may make. The demon moves around the room 
in a certain pattern while attacking you, and then 
moves into the middle of the floor and rises up while 
his heart throbs. This is the moment when you should 
begin your attack by firing arrows at his heart. After 
inflicting a certain amount of damage, the demon 
returns to his routine and then moves back into the 
middle of the floor. Simple repeat your attack each time 
to demon’s heart is exposed until he falls in defeat. 
Once the battle is over, you have the opportunity to re¬ 
visit the Hall of Heroes where you can use the chalice 
you have collected to receive another item. 

RetuRN to cemeteRy hiLL 

Although you have already been through this level, you 
now need to re-enter it and use the club to gain access 
to the Chalice. Begin by making your way through the 
gap in the wall again, but instead of heading for the 
lava pool, proceed through the archway on the right 
and use the club to remove the boulder blocking the 
passage beyond. Inside, clear the area of all zombies 






then continue along the passage to the room with the 
stairs. Use the club to remove the bookcase on the far 
wall and expose the entrance to the next room. Enter 
and place the club in the fire to light it then quickly 
head back to the previous room and up the stairs then 
continue through the doorway and use the lit club to 
smash the fireplace in the middle of the room. Once the 
fire has been lit, all the surrounding gates open. 

Destroy all the zombies who attack then collect the 
chalice and the Witch Talisman. Now continue through 
the level as before to reach the exit. 

RetuRN to tHe CRaveyaRD 

Remove the zombies who waiting for you at the 
beginning of this level then quickly run or jump across 
the bridge before it falls away then proceed along the 
path to the Skull gates. Use the key to unlock and open 
the gates, but don’t enter just yet. Instead, head back 
up the steps to the top then jump onto the grassy ledge 
and walk along to the fountain and use it to replenish 
Dan’s health. Now head back to the skull gate and 
proceed through it and along the path. When you reach 
the next set of closed gates, walk around to the right or 
left and then onto the mound behind to collect the Star 
Rune before returning to the front of the mound and 
use the rune to open the gate. 

Once through the gate, collect the coins and vial then 
enter the tunnel and proceed through the darkness to 
the chamber at the end. Continue along the pass to the 
left and use the lift stars at the end to reach the outer 
ledge, then locate the two stone blocks and push them 
along the ledge and into the water to create some 
stepping stones that Dan can use to get across the 
river. With this done, return to the previous chamber 




and follow the passage to the right then use the lift 
stars at the end to reach the next ledge. Now locate the 
third stone block and push it into the water then head 
back into the chamber and collect the Chalice before 
continuing up the stairs to appear outside the mound 
again. Now walk around to the broken bridge and use 
the stepping stones to get across the water, use the 
fountain then proceed through the gates to confront 
the Graveyard Guardians. 

CRaveyaRD puaRDiaNS 

When the two Guardians appear, they start to circle 
Dan before taking it in turns to teleport in towards him 
to begin an attack. Both of the wolves continually 
repeat this attack, so you need to be ready for them. 
Only when they teleporter towards Dan and become 
visible are they susceptible to damage, so use the best 
weapon you have to hit them each time they appear. As 
soon as their life bar at the bottom of the screen has 
been worn down, they’re defeated and allow you to 
pass. For achieving this victory, Dan receives the ability 
to rush, enabling him to break through weak walls and 
other structures. 

scaRecROW fieLps 

Burning haystacks often reveals enemies and treasure 
here. While removing the crows that fly down and 
attack, head along the path to the cart that is blocking 
the gap in the fence and strike it to push it out of your 
way. You need to continually attack the scarecrows in 
order to remove them. Proceed through the gap and 
make your way over to the large robot and enter the 
pen he is stood in. Once inside you’re trapped there 
and have to defeat the robot once he has awoken. To 
defeat the robot, run through his legs then turn around 






and use either your crossbow or daggers and target his 
head. Repeat this attack until the robot’s head has 
disappeared then continue to use the same method to 
attack the man at the controls. Once defeated, collect 
the Moon Rune then head back towards the gap in the 
fence and use the Rune to open the nearby door 
allowing you access to the small building. 

Enter the building and collect the club from the chest, 
then collect the Earth Rune and head back to the pen 
where you defeated the robot. Use the Earth Rune to 
open the gate then proceed towards the windmill and 
run past the rotating blades to avoid injury. Use the 
fountain located at the rear of the windmill then 
continue along the path to the chest. Collect the Silver 
Shield then head into the next pen and defeat the robot 
that’s waiting for you. This time the robot shoots flames 
at you, so you had better be ready to quickly move out 
of the way. Once the robot has been destroyed, use the 
Chaos Rune he leaves behind to open the next gate 
which leads you to the barn. 

Walk around the back of the barn and push the cart to 
one side, then open the nearby skull and crossbones 
chest to release the Kul Katura the Serpent Lord (don’t 
worry as he’s on your side). As you explore the fields, 
it’s important that Dan doesn’t walk into the corn as he 
will be attacked and killed by the mad machines. 
Carefully head towards the windmill with the missing 
sail then quickly run past the blades and through the 
windmill to continue along the path where the silos are 
located. Carefully proceed past the large stone wheel 
to reach the opposite exit and then next silo. Using 
extreme caution, make your way through the following 
silos until you reach the last one. 

Use the left exit in the last silo to reach the coins and the 



part that’s required for the harvester then head back 
through the silos and corn to the barn and enter it via the 
small hole around the side where the cart was 
positioned. Once inside, push the bail of hay towards the 
two crates and use them to reach the upper platform. 
Collect the coins and item from the chest then swipe the 
lever with your sword to lower the harvester. Now stand 
behind the harvester and use the part you found to start 
it up. Once the harvester is running, it smashes through 
the wall and creates a path through the corn to the 
Chalice and some other items. Collect the Chalice then 
head back through the silos to exit the level. 

tHe sLeepiNC viLLace 

From the start of this level, follow the path straight into 
the village until you reach the fountain with the rune 
above it. Proceed down the slope to the left of the 
fountain to reach the water’s edge, then walk down the 
steps to the lever at the bottom. Swipe the lever with 
your sword then return to the fountain to collect the 
Chaos Rune. Once it’s in your possession, use it to gain 
entry to the library; the building to the left of the 
fountain with a book above the door. Inside the library, 
approach the bookcase in the middle and smash it 
down to gain access to the items beyond, one of which 
is the crucifix cast. Now exit the church and head past 
the fountain and into the house with the open door and 
collect the Moon Rune. 

Return to the street and head down the slope again to 
the water, but this time enter the house on left which 
also has an open door. Once inside, push one of the 
barrels onto the gold tile to open the trap door in the 
cage then use the Moon Rune to enter the cage and 
continue down to the room below. Smash the chest 
open to expose a club then head through the doorway 




into the next room and climb the stairs to reach the 
next room above. Smash the barrels in the corner and 
collect the Earth Rune then head back down to the 
previous room and use the rune to enter the cage 
where there is a vial to collect. Now smash the barrels 
and flip the switch then head back up the stairs and 
collect the landlord’s bust from behind the counter. 

Exit the house and head to the blacksmith’s, located 
opposite the church near the start area. Once inside, 
use the crucifix cast and the landlord’s bust at the 
furnace then jump up and down on the bellows to forge 
a crucifix. Once this has been done and you have the 
crucifix, exit the blacksmith’s and enter the church, 
then place the crucifix on the wall to reveal the safe 
key. Collect the key then exit the church and head past 
the Blacksmiths and through the archway to the lake. 
Walk around the lake and proceed through the now 
open gate and continue towards the mayor s house. 

Use the bails of hay to jump onto the first building, 
them jump across onto the roof of the mayor’s house 
and down the chimney. 

Once inside, flip the switch and collect the coins then 
open the safe and collect the Shadow Artefact. Now exit 
through the door then turn left and head through the hole 
in the wall to collect the Chalice, if you’ve not killed 
enough enemies, head into the village and kill a few more 
but don’t kill the innocent villagers as this reduces your 
kill percentage. When you have collected the Chalice, 
head back to the fountain in the village and proceed 
through the gate and across the bridge to exit this level. 


tHe asyLum grounds 
At the start of this level, proceed along the path to the 




archways where you have to deal with the mad 
gardener and dragon, then take to the path to the right 
and talk to Jack of the Green (the face on the far wall). 
Once Jack has given you the riddle that is a clue to your 
first task, head back past the archways and into the 
maze directly opposite then turn left and head along 
the path to the first area on the left. Destroy the mad 
gardeners who attack then strike the first star to collect 
it; it’s positioned next to the bell at the far end of the 
area. Rush at the section of hedge blocking your route 
to the previous path then follow the path down the next 
set of stairs and collect the second star. Now head back 
to the start of the maze and continue along the path to 
the opposite side of the maze. Kill the gardener and 
collect the star then exit the maze and make your way 
back to the unicorn shaped hedge at the start of this 
level. Collect the fourth star positioned behind the 
unicorn, then head through the archways and along the 
opposite path to find the fifth and final star. Once all 
five stars have been collected, return to Jack of the 
Green for the second riddle. 

Head back to the maze and follow the path to the left 
where you come across a new area now accessible. 

Grab the Silver Shield from the chest then continue 
along the path to the hedge that shaped like a clown. In 
order to solve this puzzle, you must position the five 
faces so that each smiling face is pointing towards the 
clown. Starting with the tablet on the left, walk around 
in clockwise direction and hit each of the tablets once 
so that they all turn sideways, leaving only one blow to 
get them into position. By striking so you hit two at 
once, you can adjust them all before any have a chance 
to turn back. 

Return to the maze and follow the path to the left again 
to find a new path that can now be accessed. Follow the 
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path past the octopus hedge and collect the rune that’s 
around the corner then head back to the unicorn at the 
start of this level and use the rune to open the nearby 
gate. Behind the gate is a small mouse that slowly 
follows you wherever you go. Head through the 
archways and along the opposite path where you find 
an elephant-shaped hedge, while trying to keep the 
mouse away from the rodents that you encounter along 
the way. After the elephant has reared up and exposed 
the path behind him, head back to Jack of the Green 
and listen to his words then return to the elephant and 
follow the path behind it to the open trap door. 

Once in the pit below the trap door, head through the 
doorway to the chamber outside where there are three 
burning blocks. Push the burning blocks so that they’re 
next to each window then return to the pit and stand on 
the centre platform to be teleported back to the maze. 
Now head back to Jack of the Green who grants you a 
free run in the maze so you can find a way out. Return 
to the maze via the path behind the elephant then 
continue along the path that runs below the legs of the 
man-shaped hedge to the large chessboard. Hit the 
chess pieces so they’re positioned on the 
corresponding coloured tile to expose the exit in the 
centre of the board. Collect the Chalice if you haven’t 
already then use the exit to finish the level. 

iNSipe tHe asyLum 

At the start, head down the slope to the chamber below 
and wait for the onslaught to start. Continue destroy 
the zombies who repeatedly attack then once they have 
all been dealt with, drop down the hole in the floor to 
reach the next chamber. Once again you need to defeat 
the zombies, but you also have to watch out for the 
boulders fired into the middle of the chamber. Use the 




doorway when it open to reach the next chamber then 
get ready for the next onslaught. Use the hole in the 
floor once the chamber has been cleared then 
continually attack the zombies until they stop 
advancing. When you reach the room with the lava 
stream, destroy all the zombies and baddies on the left- 
hand side first then jump across the lava and remove 
all the enemies there. Head through the door as soon 
as it opens and collect the coins. Chalice and the Earth 
Rune. Use the fountain if required then use the rune to 
open the cage and release the Mayor then collect the 
Dragon Gem. Now head past the fountain and through 
the door to exit this level. 

pumpkiN £QRfie 

From the start of this level, head along the path to the 
first cave on the right and enter. Collect the Moon Rune 
and the club from the chest then continue through the 
cave and drop back down onto the path. Use the club 
to remove the boulders you encounter further along 
the path then when you reach the first building use the 
rune to open the door. Enter the building and drop 
down into the pit then run around the pit in a 
clockwise direction to raise the platform. Once you’ve 
collected the Chaos Rune, exit the building and walk to 
the top of the long ramp and enter the building to 
collect some rather useful items. Head back outside 
again and proceed to the large gate and use the Chaos 
Rune to open it. 

Once through the large gate, head left and use the 
fountain if required then walk around to the other side 
of the compound and proceed through the doorway to 
reach the large mushrooms. Using the mushrooms and 
ledges, make your way to the path on the right and 
follow it to the end where the Earth Rune is located. 
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Once you have the rune, continue through the nearby 
door to return to the compound then locate the gate 
that requires the Earth Rune and open it. 

Follow the path around and up to the top of the 
compound then collect the Star Rune and the Silver 
Shield before using the club to smash the boulder 
blocking the entrance to the hut. Enter the hut to find 
yourself back at ground level then proceed to the large 
mushrooms and use then to reach the opposite path. 
Continue to the end of the path and use the Star Rune 
to open the gates then enter and hack away at the 
roots coming up from the floor to lower the Time Rune 
that’s on the stump. Collect the rune and place it in the 
hand on the far wall to open the two gates leading to 
the level exit. Before using the exit, return to the first 
cave and smash the wall to the right of the supplies 
gargoyle to uncover the tunnel that leads to the Chalice 
and some coins. Once you have killed enough enemies 
and have collected the chalice, proceed to the exit to 
finish this level. 

boss - tHe pumpkiN seRpeNt 

Follow the first path to the left to reach the cauldron, 
then use the Witch Talisman on the cauldron to 
summon the Pumpkin Witch. After she has told you that 
she wants to teach the Pumpkin Serpent a lesson, 
return to the original path and start hacking away at 
the large green pods on the roots that are scattered 
around this level. There are nine in total that must be 
destroyed to awaken the Pumpkin Serpent. Once the all 
of the pods have been destroyed, return to the 
Pumpkin Serpent and launch an attack. You can use 
any weapon to kill the serpent, but the crossbow works 
best. Now return to the cauldron and the Pumpkin 
Witch to receive the Dragon Gem then locate the well 





near the start of this level and jump down it to reach 
the chamber below. Collect the vial and coins from the 
chest then proceed along the passage to the Chalice. 
Now exit the tunnel and use the exit behind the 
Pumpkin Serpent’s remains to complete this level. 


tHe eNCHaNtep eaRtH 

From the start, follow the path to the left until you 
reach the cauldron then stand in front of the cauldron 
and use the Witch Talisman to summon the witch. She 
has a quest for you to complete, so agree to her 
proposition and you’re shrunk and sent to the Ant’s 
Nest where you must find seven pieces of amber. 

aNt’s Nest 


After finding your self inside the Ant’s Nest, proceed 
along the tunnel to the chest and collect the club then 
head back to the previous chamber and use the club to 
smash through the weak section of wall. Once the 
faerie has been released, return to the chamber where 
you found the club, and talk to the faerie to remove the 
portal that is blocking your path. Once it has been 
removed, continue along the path to the next chamber 
where there are another two paths to choose from. 

From here you must enter the maze of tunnels and 
release the five faeries that have been trapped, as well 
as collect seven pieces of amber for the witch. As you 
venture through the maze of tunnels, smash all the 
larvae and weak walls that you find to expose new 
areas. Once you have collect all the faeries and enough 
amber for the witch, find the chamber with the fountain 
and the supply gargoyle then smash the weak wall and 
head along the tunnel confront the Queen Ant. 
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boss - oueeN aNt 

To defeat the Queen Ant, you need to use the crossbow 
or daggers to hit her stomach each time she rears up. 
You also have to avoid her shots as well as the ants she 
releases. Continually target her stomach until she falls 
and reveals the exit hole. After delivering the goods to 
the witch and receiving the chicken drumstick, you’re 
transported to the Hall of Heroes. 

RetURN to tHe eNCHaNtep eaRtH 

At the start, follow the path to the left at the T-junction 
and then take the next left to reach the small pool of 
water. Turn right at the pool and head up the steps to 
reach the lift at the top. Use both lifts to reach the tree 
tops then use the fungi ledges to climb up to the large 
bird’s nest. Quickly roll the eggs out of the nest while 
trying to avoid the claws from above that occasionally 
swoop down to grab you. When all three eggs have 
been destroyed, you’re rewarded with the Earth Rune. 
Now use the lifts to return to the lower area then use 
the nearby fountain if required before heading back to 
the pool. 

From the pool, head back towards the start area and 
take the first left then use the Earth Rune to open the 
gates. Continue through the gates and along the path 
to the stepping stones then carefully make your way to 
the other side and use the Shadow Artefact to open 
the entrance to the cave. Enter the cave and continue 
to the first chamber then stand on the four symbols on 
the floor in the following order: flame, spiral, waves, 
tree. You now have access to the Chalice and the 
Shadow Talisman, but can only collect the Talisman at 
this point. Use the nearby teleporter to return back up 





to ground level then head away from the level exit to 
the pool. Use the Shadow Talisman in the stone next to 
the pool to allow access through the nearby door 
which leads to the Star Rune. On collecting the rune, 
the floor rises up and two red bats start to attack. Use 
the crossbow to kill them and raise the platform up to 
the top of the trees then collect the items on offer 
before dropping down the middle of the tree stump to 
return to ground level. Now all you need to do is kill 
enough enemies to grant access to the Chalice then 
return to the cave to collect the Chalice before using 
the Star Rune to exit the level. 

pooLs of tHe aNcieNt peap 

From the start of this level, carefully head past the first 
tower then head left to reach the Boat Man. After 
agreeing to help find the eight lost souls, continue 
across the platform in search of the lost souls in the 
form of gold helmets. While searching for the lost 
souls, collect the Chaos Rune located on one of the 
smaller islands. Once you have collected six of the lost 
souls, head towards the gate that requires the Chaos 
Rune and enter to find the last two lost souls. When all 
eight have been collected, continue to remove all the 
enemies (use the war hammer with a charged attack to 
push the large guards into the water) then head 
towards the right of the starting area to locate and 
collect the Chalice. Now head back to the Boat Man and 
offer him the eight lost souls you’ve just collected in 
exchange for a boat ride out of the level. 

tHe Lake 

Step off the boat and onto the walkway at the 
beginning of this level then continue across the 
walkway while avoiding the fish. Just before you reach 





land, wait for the eye on the wall to close before 
running past it. If you get spotted, baddies suddenly 
appear and begin to attack. Head right to the next 
walkway and collect the Earth Rune from the end then 
head back to dry land and enter one of the holes on the 
front for the building. 

Inside, collect the vial then proceed along the tunnel 
and through the doorway to return back outside by the 
level exit. Carefully head past the next eye and collect 
the Chaos Rune from the large boat by the water’s edge 
then head back to the first walkway and walk along it 
until you reach the pink L-shaped section where there 
are another two walkways. Hit the wooden post twice 
to rotate the L-shaped section then continue along the 
new walkway. When you reach the large circular section 
with the large whirlpool in the centre, head right to the 
first area and place the rune in the hand that’s on the 
front of the hut. Continue to the second area and 
collect the Time Rune then continue to the next area 
and place another rune in the hand on front of the 
second hut. Now proceed to the third and final hut and 
place the Time Rune in the hand. Once all three huts 
have been activated, the whirlpool in the centre 
freezes. Use the fountain on the next platform along if 
required then jump down into the frozen whirlpool and 
slide down to the chamber below. 

Collect the Silver Shield from the chest and the coins 
from the floor then continue along the tunnel while 
collecting the other items on offer. When you reach the 
room at the where the Chalice is located, head through 
the doorway and dash across the bridge before the 
eyes spot you. Search the nearby buildings for coins 
and the Star Rune then continue along the path to the 
boat house and the far end. Enter and hit the switch to 
open the nearby gate then return back along the path 



to the gate that has just opened and proceed along the 
walkway back to the L-shaped section. If you already 
have the Chalice, proceed to along the walkway to the 
level exit, otherwise find some more enemies to kill 
before collecting the Chalice and making your exit. 

tHe CRVStaL caves 

Carefully make your way along the path and to the right 
until you reach the cave entrance. Use the War hammer 
to smash the crystals that are blocking your path then 
head right and enter the next tunnel on the left to reach 
the chamber with the large spinning crystal. Carefully 
avoid the rays of light and collect the Earth Rune 
positioned behind the large crystal. Once you have the 
Earth Rune, continue along the previous path to the 
next tunnel on the right. Remember to kill as many 
enemies as possible as you explore the caves to 
increase your kill percentage. Follow the winding path 
up to the top and clear the area of enemies then use 
the Earth Rune to open the gate and proceed through. 

Once on the other side of the gate, head to the left and 
enter the tunnel behind the waterfall then when you 
emerge jump across the platforms to collect the items on 
offer, including the Star Rune. Approach the dragon’s face 
on the wall and place the two Dragon Gems into the eye 
sockets then once he has awakened, you need to use the 
war hammer to smash the ground and make rocks fall 
from the ceiling. When you use the war hammer, rocks fall 
to your right so make sure that you are stood to the 
platform to the left of the Dragon’s position. 

Once he has been defeated, collect the Dragon Armour 
he leaves behind then head back through the waterfall 
and continue along the path to the next chamber. 
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Destroy all the Rhinotaurs that are frozen then once the 
area has been cleared of enemies, carefully walk 
around to ledge to the doorway. While on the ledge, 
don’t stand on the dark coloured blocks for too long as 
they soon fall away. Enter the following chamber and 
kill all the enemies there then drop down the slope to 
return to the start area. Head left until you reach the 
hand then use the Star Rune to bridge the gap to the 
exit. Continue across the bridge and kill the enemies 
there then head back to the starting point to collect the 
Chalice before using the exit to complete this level. 

tHe callows cauNtLet 

Proceed along the path and remove any all the enemies 
you encounter then use the fountain to restore your 
health if required. Continue along the path until you 
reach the exit then head through the archway to the 
right and approach the dragon archway. Equip Dan with 
the Dragon’s Armour before walking through the dragon 
archway to avoid injury, then remove all the enemies in 
the next chamber before stepping on the four floor 
switches to open the various gates throughout the level. 

Use the Dragon’s Armour again to exit the chamber 
then head back towards the start area to collect the 
Star Rune. Further along from the Star Rune is a switch 
you need to step on in order to gain access to the 
Chalice. Once the switch has been pressed, explore the 
area for more enemies to kill until your percentage is 
high enough then collect the Chalice (it’s located 
further along the path past the dragon archway). Once 
you are ready to exit this level, don’t use the exit near 
the dragons archway, instead use the Star Rune to 
open the gates and gain enter to the second level exit 
that allows you access to the Haunted Ruins. 




tHe HauNtep ruins 


Begin this level by locating the large pile of grain (it’s 
near the drawbridge), then find the chickens and chase 
them towards the grain. Now leave the chickens alone 
for a short time, and wait for them to eat all the grain. 
Once they have done this, the switch for the 
drawbridge is revealed and you’re able to enter the 
castle. Once inside, climb onto the step just past the 
gargoyle, then climb up the stairs to the right. At the 
top, head left to collect the Chaos Rune (watch out for 
the crack in the path), then head back along the path 
and over the gap and use the magical longbow to 
remove the flying demon. While still equipped with the 
longbow, drop down to the lower level and destroy the 
demons there as quickly as possible before they get a 
chance to step on the floor switch at the far end. If they 
do manage to get to the switch, the farmers are 
sacrificed. After successfully removing all the demons, 
use the war hammer to put the three fires out, then 
approach the floor switch and step on it. 

Now head under the gate at the opposite end of this 
area (the one furthest away from the floor switch) and 
kill the demons you encounter. Avoid the cannonballs 
at all costs then when your reach the supply gargoyle, 
climb the large set of stairs to reach the path at the top. 
Proceed to the right and collect the energy vial before 
heading back along the path to the steps at the far end. 
Walk down the steps then climb up the next set to the 
left and follow the path up to the top where there are 
more vials to be collected. Return to the floor below 
and remove the knights that attack then use the Chaos 
Rune to open the gates. 

Kill the demon who is waiting for you on the other side 




of the gate then equip Dan with the Dragon Armour 
before attempting to walk through the flames to the 
doorway. Continue through the doorway and into the 
following room then climb up the steps and stand on 
the rug which is really a trapdoor. 

Once in the dungeon, carefully walk along the path to 
the first junction, then continue left and through the 
doorway where there’s another demon to deal with. 
Using the Dragon Armour to avoid getting burnt, collect 
the coins from the far end of the room then collect King 
Peregrin’s Crown before making your exit. Continue 
along the path and enter the next doorway, then 
remove the demons before using the health fountain to 
restore any lost health. Head through the doorway and 
return to the floor switch then continue through the 
gate and up the stairs to the left to reach the Chalice 
that’s located above. Now return to the Throne room 
(where Dan felt through the trapdoor), then stand next 
to the throne and use King Peregrin’s Crown. 

After appearing back outside again, collect the Earth 
Rune then strike the switch to open the lava gate, 
and bring the two stone golems to life. Quickly equip 
Dan with the Dragon Armour then use his flame 
breath to push the two golems to the top of the 
screen and into the flames. Once this has been done, 
quickly head through the gate that is now open and 
past the next gate then enter the next doorway and 
place the Earth Rune into the hand. Exit the room and 
proceed through the gate near the floor switch and 
follow the path around to the right. When you reach 
the catapult, hit the nearby switch (remember to 
remove the Dragon Armour) to send a boulder 
through one of the castle walls then stand on the 
catapult to be flown out of the castle in style. 



tHe CHOSt SHIP 

From the start of this level, proceed forward to the first 
deck and remove any crew skeletons that may attack 
you then head up ramp onto the back of the ship and 
kill any crew skeletons and officers that try to block 
your path. During battle against the skeletons, target 
the officers first as they control the crew skeletons, and 
also increase your kill percentage needed to expose the 
Chalice for this level. Now continue along the walkway 
and kill the next few skeletons then collect the Moon 
Rune before returning back to the start area and using 
the rune to proceed through the nearby door and into 
the cabin. 

Once inside, quickly walk down the slope and kill the 
skeletons who are waiting for you (remember to target 
the officer first) then walk around the room and collect 
the Energy Vial and the Star Rune then use the supply 
gargoyle if required. Now head back through the door 
to return to the deck of the ship. 

Proceed forward along the deck to the section of 
trapdoors that are flapping about. You must now 
carefully make your way across the trapdoors to reach 
the ship’s deck on the other side. If you are unfortunate 
enough to fall through one of the trapdoors to the room 
below, destroy the two skeletons while avoiding the two 
barrels that continually roll back and forth, then collect 
the bag of coins and the shield from the chest before 
heading up the stairs to return to the upper deck. 

Once on the other side of the trapdoor section, 
carefully make your way past the rolling barrels to the 
health fountain opposite to replenish your health if 
required. Now head across to the walkway on the 




opposite side of the ship and collect the bag of coins 
then head back onto the opposite walkway and 
proceed through the Star Rune gate. Continue up the 
walkway to the mast and remove any skeletons that 
you may encounter before dropping down and 
attacking the skeleton officer below. 

Once the skeleton officer has been hacked down, head 
along the walkway that leads past the firing cannons 
(taking care to avoid the cannonballs) and collect the 
Chaos Rune located at the end. Be careful not to step 
too close to the edge because if you fall overboard it 
means instant death. Now head back past the firing 
cannons and use the Chaos Rune to open the 
previously locked gate. Head through the gate and 
carefully jump across the cargo netting to reach the 
deck on the opposite side. Should you fall through the 
netting and land in the room below, simply attack and 
destroy the skeletons that attacks you (remember to 
target the officer skeleton first) then head through the 
doorway on the right and collect the items from the 
walkway outside before heading back into the previous 
room and continuing through the doorway on the left. 
Carefully make your way past the cannon balls to the 
coins on the other side of the room, then head through 
the exit to return to the upper deck. 

After crossing the cargo netting safely, head onto the 
right-hand side of the ship (towards the screen) then 
carefully watch the cannon hatch doors open and close 
before making your move across them and onto the 
deck further along (watch out for the third and final 
hatch as it opens and closes much quicker than the 
other two). You can also use the moving planks on the 
opposite side of the ship to progress further forward, 
but they are much harder to master. Once across the 
cannon hatches, use the health fountain as required 




then carefully step onto the rotating platforms in the 
centre of the ship. If you managed to fall from the 
rotating platform, you land on the walkway below 
where you collected the vial and coins. Simply make 
your back through the rooms and across the cargo 
netting and cannon hatches to try again. 

Ride the rotating platforms around to the other side 
then jump off and head up the steps and onto the next 
deck where more skeletons appear and attack. Once 
all the officers have been removed and their minions 
have fallen, return to the rotating platforms and 
carefully step onto one. This time, jump off the 
platform and into the cage which takes you to the 
walkways above where the Chalice is located. At the 
top, jump out to the right and make your past the 
skeletons to the officer and kill him then collect the 
vial. You should now be able to collect the Chalice, so 
head back to the cage and jump out onto the opposite 
walkway then collect the Chalice and return to the 
previous deck and continue through the gate to 
confront the level boss, Ghost Captain. 

boss - qHQSt captaiN 

When you start this boss fight, quickly collect the club 
from the chest if you don’t have one already, then place 
the club in the fire at set it alight. Now you must use 
the lit club to light the cannons and fire cannonballs at 
him. While you are trying to light the cannons, 
skeletons rise up and begin to attack. When this 
happens you must remember to replace the club with 
another weapon before attacking them, otherwise you 
waste the club. After the Ghost Captain has been 
defeated, the level exit appears and allows you to 
continue on your journey. 





tHe eNtRaNce HaLL 


From the start of the level, head along the corridor to 
the first room and remove the imps that attack you. 
There are various imps that you encounter throughout 
this level, some of whom try to steal the weapon you 
are carrying. Equip yourself with the Dragon Armour as 
the imps will not be able to steal it. Talk to the gargoyle 
head on the wall and read the nearby book if you want 
some useful information then proceed into the room 
and drop down to the lower floor. 

Continue into the next corridor and proceed to the T- 
junction at the end. To the right is the Chalice, but you 
need a few more kills first, so head along the corridor 
that leads to the left and follow the stairs down to the 
health fountain. Burn any imps that you encounter to 
help increase your kill percentage, and remember to 
use fountain if needed. Now head down the spiral stairs 
to the room below where there’s a supply gargoyle 
nearby should you need to stock up on anything. 

When you’re ready to continue, head through the 
archway and into the following room where there’s 
more imps to kill. You also notice the level exit that’s 
ready to use, but if you’ve not collected the Chalice, 
now’s the time to do it. Simply return back to the - 
junction and continue down the next flight of stairs to 
where the Chalice is waiting. If you’ve not killed enough 
imps but can’t find any more, stand in the Chalice room 
and equip yourself with a good sword and the imps 
soon emerge from the holes in the wall, but remember 
to re-equip with the Dragon Armour to avoid having any 
weapons stolen. Once the Chalice is yours, return to 
the level exit and enter. 




tHe time Device 


At the start of this penultimate level, carefully make 
your way along the narrow path to the gates then hit 
the level to turn the gate and allow you entry to the 
next area where there’s a few sentry guards waiting for 
you. Once you’ve taken care of them, walk around to 
the right of the zodiac clock face that’s in the centre 
and clear the area of guards and the flying eyes that 
electrify you if you walk into their vision before walking 
around to the other side of the clock face and remove 
all enemies there. Use caution when jumping across 
the gap as you have to watch out for the barrier that 
moves up and down. Now use the nearby walkway to 
walk out onto the smaller clock-faces and make your 
way around to the Time Rune. 

As you head across to the smaller clock faces, watch 
your step to avoid being pushed off the side and 
quickly run past the pendulum when on the narrow 
bridge to make it across to the next platform. When you 
reach the chest, open it to receive a silver shield then 
proceed carefully across to collect the Time Rune. Now 
destroy the guard then hit the switch to return to the 
previous area. 

Using a running dash followed by a jump, use the 
circular sponges to jump up onto the large clock face 
in the centre then proceed across and along the 
jagged path to the metal eye which is blocking your 
path. Place the Time Rune into the nearby hand to 
remove the metal eye then use another running dash 
to make it safely past the next pendulum. When you 
reach the next gate, wait for the a smaller clock face 
to appear, and remember the position of the clock 
hands. Now return to the large clock face and use the 
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two buttons to adjust the clock hands so that they are 
in the exact same position as the smaller clock face. 
Once this has been done, the previous gate opens and 
allows you entry. 

Once through the gate, quickly run around the rotating 
arms to rising platform opposite that takes you up to 
the ledge above while trying to avoid the knife blades 
at the end of each arm. From the rising platform, walk 
around the ledge to the right and continue across the 
narrow path and quickly under the pendulum. Head 
across the platform and across the next narrow path 
where there’s another flying eye to deal with. Now run 
past the rolling stone wheels and collect the Chaos 
Rune from the middle of the next platform before 
returning to the circular ledge and making your way 
along to the opposite path. Remember to watch out for 
the rotating blades. 

When you reach the platform at the end, stand on the 
tile on the floor then jump up to be taken to the 
platform above. On arriving at the platform, destroy the 
guard and flying eye who greets you then heads up the 
steps to the head stone. Use a weapon to strike the 
stone, as this temporarily turns the electric beams off, 
then quickly strike the conductor to the left. Once this 
has been done, the electric field surrounding the 
Chalice is removed, but you still need to kill a few more 
enemies before you can think about collecting it. Now 
head back down the stairs and head across the 
walkway to collect the Earth Rune, then stand on the 
tile where you arrived on this platform, and jump up to 
be returned to the previous platform. 

Head back to the rotating blades and carefully make 
your way to the rising platform then continue along the 
nearby path to the large set of doors at the end. 



Destroy the two guards who be stood in front of the 
door then place the Chaos Rune in the hand to gain 
entry. Once inside, approach the gate that requires the 
Earth Rune, and open it. Next, approach the train on 
the turntable in the middle of the room while taking 
great care not to fall through the hole to your death. 

Find the handle on the side of the train, and carefully 
rotate the train so that it is facing the gate you’ve just 
opened. Now jump across the gap (or use the handle to 
walk across) and climb onto the train then stand on the 
carriage to be taken to the next station. 

On arriving at the station, jump off and collect the bags 
of coins then destroy the two guards before using the 
sponge to jump up to the platform above. Kill the three 
guards then collect the Moon Rune and use the nearby 
supply gargoyle if required. Now return back to the train 
and the turntable then remove the guards who wait for 
you, before using the Moon Rune to open the next gate. 
Turn the train again so that it is facing the newly-opened 
gates then climb aboard to reach the second station. 

At the second station, step off the train and clear the 
surrounding area of guards then use the health fountain 
before heading along the walkways on either side of the 
track to reach and strike the two switches that open the 
end-of-level gates. There are also more guards to deal 
with, but their deaths should make it possible for you to 
collect the Chalice. Use the train to return to the 
turntable then proceed back to the platform with the 
tile, and use it to return to the Chalice. To collect the 
Chalice, you must hit each of the four conductors so 
they form a square. Once they are in place, the 
electricity is restored, and the glass surrounding the 
Chalice smashes. Once the Chalice is yours, head back 
to the turntable and position the train so it’s facing the 
level exit before jumping on for the last time. 
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zaRok’s LaiR 


When the Train stops at Zarok’s Lair, step off and walk 
along the path and listen to what the gargoyle has to 
say, then use the supply gargoyle for any items you 
may need before heading through the door to confront 
Zarok face to face. Once inside, walk up to the circular 
pattern on the floor to start the proceedings. 

boss - skeLetaL waRRiORS 

Zarok’s first attack comes from many of his skeletal 
warriors, but you can rely on the Heroes (from the Hall 
of Heroes) to help you overthrow these enemies. The 
battle starts when you approach the centre of the arena, 
but before doing so, use the Rejuvenation Fountain and 
collect the Good Lightning from the chest. When the 
heroes begin to fight, they’re green in colour, but as 
their health begins to fade, their colour changes to 
orange and then finally red just before they die. It is 
important that you keep as many of them alive as 
possible otherwise you can’t destroy enough skeletal 
warriors to proceed though to the next boss. The best 
way to ensure success is to keep on the move at all 
times while checking everyone’s colour. When they need 
a boost from the Good Lightning, simply move within 
range and press # to zap them and restore their health. 
Once you have won this first battle, you receive a vial for 
every Hero still standing. Collect the vials and use them 
only when needed as you need something to keep your 
strength up when you have to battle Zarok himself. 

boss - Lord kaRDok 


Once Lord Kardok has entered the arena and is open to 






attacks, equip yourself with the magic longbow if you 
have enough arrows, otherwise use a standard 
longbow or crossbow. Try to keep on the move to 
reduce your chances of being hit, but be prepared to 
counter attack Lord Kardok when he is on the move as 
you can’t inflict any damage while he is using his 
shield. Short range weapons (sword, club, etc.) can 
also be used to attack Lord Kardok, but you need to be 
extra quick in order to avoid the blue laser attack he 
uses when you’re close up. Once Lord Kardok and his 
skeleton horse have fallen, Zarok uses a few spells to 
transform himself into a strange looking dragon. 

boss - zoRak 


When Zarok appears and approaches you, get ready to 
equip yourself with the Dragon Armour as this inflicts 
maximum damage, then prepare to fight to the death. 
Stand your ground and wait for Zarok to rear up then 
quickly move in closer and burn him with your flame 
breath. Once Zarok has been roasted, he backs off 
before approaching for another attack. You can use 
hand weapons to attack him with, but you need to get 
in close when his shield is down and attack before 
quickly retreating. Use your burning breath to gradually 
reduce Zarok’s health until he admits defeat. Now it’s 
time to sit back and enjoy the rest of the show. 

appeNDiX: HaLL of HeRoes 

After completing a level with the Chalice, you can return 
to the Hall of Heroes to collect more weapons and items. 
Once you have paid homage to the statues on the first 
floor, you’re granted access to the second floor. Once 
you’ve paid homage to all the statues on the second floor, 
the main doors on the stairs open. Here’s the list of the 
items and weapons you receive from the various statues: 
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• First Floor 

Crossbow 

Canny Tim 

Life Bottle 

Canny Tim 

War hammer 

Stanyer Iron Hewer 

Chests of coins 

Stanyer Iron Hewer 

Broadsword 

Woden the Mighty 

Chests of coins 

Woden the Mighty 

• Second Floor 

Spears 

Female Warrior 

Longbow 

Ravenhooves 

Gold Shield 

Sturnguard 

Axe 

Bloodmonath Skull Cleaver 

Flaming Longbow 

Ravenhooves 

Chests of coins 

Bloodmonath Skull Cleaver 

Magic Sword 

Dirk Steadfast 

Magic Longbow 

Ravenhooves 

• Behind the Main Door 

Lightning Bolts 

Lady 



metaL geaR soLid secRets 

Think you’ve completed Metal Gear Solid? Think again! 
Here’s a guide to all the secrets and bonuses you might 
find along the way... 

• HippeN extRas 


Get these by completing the game in certain ways. 
BaNDaNa 


Finish the game on any difficulty setting with Meryl. 
This is achieved by not surrendering to Revolver 
Ocelot’s torture sessions. Meryl gives you the Bandana. 
On saving, the icon has her face on it. Believe it or not, 
the Bandana gives you infinite ammo on any weapons 
you have. They have to be already loaded, though - find 
one empty and you still must find ammo initially. 

SteaLtH 


Complete the game on any difficulty setting with 
Otacon by surrendering during a torture session. Save 
the game - the icon features Otacon. When you load it 
again, you have the Stealth. The Stealth allows Snake 
to become totally invisible to guards, spotlights, lasers 
and cameras, but not bosses and wolves. Your friends 
such as Meryl and Otacon can also see you. 

Rep & BLue NiNia suit 

Finish the game twice, once rescuing Otacon (surrender 
to torture) and once with Meryl (resist torture). It 
doesn’t matter which difficulty setting you use, but it 
must be the same for both. Save the game and the icon 


1 88 










features the face of the ninja. From now on. Gray Fox 
appears in a rather natty red and blue costume, looking 
a little like Spider Man. The change is purely cosmetic - 
it doesn’t affect the game. 

POSH SUIt 

Win this in the same way as the red and blue ninja suit. 
When you get to the Docks, you’re wearing a posh suit 
under your scuba gear - very James Bond! Again, it’s 
just for show. 

tHeme tuNe 

Complete the game three times and the music 
accompanying the credits is replaced by the main theme. 

Dock sceNe 


After completing the game once, the opening scene 
where Snake reaches the docks is viewed from slightly 
different camera angles. 

ciNema sceNes 


Complete the game and use the Demo Theatre option 
in the Special Menu to watch all the cut scenes and 
Codec chats. 


• tips aND tactics 

Useful hints for bettering the baddies... 

taNk tRacks... 


To slow the tank down, throw grenades under its tracks. 









C4 BOmBINC 


C4 explosives aren’t designed as anti-personel 
weapons, but by attaching some to a guard you can let 
him carry it before blowing him sky-high. Guards who 
are sleeping or using the loo are ideal. Use ■ to place, 
and • to detonate. This can work really well when the 
guard walks among other troops or near a piece of 
equipment you need to trash. 

• bonus sceNes 


These are just interesting extras. 

aNNOV otacoN 


During your fight with Gray Fox, Otacon hides in a 
cupboard. Lean against it and bang it to hear him whine. 

aNimaL HUNtiNC 

You can shoot the ravens in the cargo elevator, and the mice 
seen in various places. Your allies tell you to grow up... 

make meRvL bLush 

When Meryl is with you, switch to first-person 
perspective and look her up and down. She asks what 
you’re staring at. keep doing it and she blushes, then 
tells you to get on with the task in hand. Also, if you hit 
her she slaps your face... 
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mei Ling's touNce 

Use your Codec to contact Mei Ling (code 140.96). Do 









so three times without saving and she gets annoyed. 
She ignores your fourth and fifth calls, and sticks her 
tounge out on the sixth. Call her again and the cycle 
repeats, Ling ignoring you twice then sticking out her 
tounge. As soon as you save, the pattern resets. 

a case of tHe souits... 

After you’re tortured, go back into the torture chamber 
but don’t attack the guard. He follows you, then 
doubles up clutching his stomach. He then runs into 
the toilets. Knock the door to hear him moan. Must be 
something he ate... 

• CHOstLy pROCRammeRS 

Use your camera to take photos during the game. At 
certain locations, ghostly images of the programming 
team appear in the developed picture. Your snapping 
has to be very precise, so it might take a few tries 
before you get the picture you want, but they’re found 
as follows... 


fukusHima 

At The Heliport, walk between the lift and the container 
and stand on the edge of the pad - snap the night sky. 

HIRaNO 

Find the Cargo Elevator, stand with your back to the 
wAll and snap down the shaft. 

isHiyama 

You find this guy at The Heliport. Stand on the lower 
end of the landing pad and snap the roof of the 
spotlight roof. 








Ito 

Take a snap of the back end of the lift in The Tank 
Hanger Bi. 


kaNepa 

In The Nuke Building, Bi, follow Meryl into the women’s 
bogs and take a snap of your reflection sin the mirrors. 

kimuRa 

You find this ghost in the Underground Base 3. Stand in 
front of the stairs to the Command Room and snap 
Metal Gear’s left claw. 

kiNBaRa 

In The Blast Furnace, stand at the top of the steps and 
take a photograph down them. 

kitao 

In the Tank Hanger BI, go to the cell and snap Decoy 
Octopus’ corpse. 


koiima 

In the Lab, go to the top-right corner of the room and 
stand in front of the control panels. Look at the picture 
on the wall with the robots on it - snap it. 

koRekapo 

For this guy you need to be in the men’s bogs in the 
Nuke Building Bi. Find the guard having a slash and 
snap him from behind. 

kozyou 

In the Canyon, find the water pipes leading to a cistern 
on the right and snap it. 


kutome 

After you’ve retrieved the Pal key card, go to 
Underground Base 3 and kill the guard. Use a chaff 
grenade on the cameras and then stand with your 
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back to the central computer - point your camera at 
the map. 


m. kOBavasHi 

Go to the Tank Hangar Bi Cell. When Meryl leaves, go 
through the door marked Y and take a photo of Johnny 
Sasaki. 


makimuRa 

In armoury South, open Dour Four and take a photo of 
the pipes without going in. 

matsuHaNa 

Take a snap of the dead and dying guards right after 
the cut scene where the ninja kills them. 

mizutaNi 

When you find the Metal Gear, wait for it to start and 
then find and snap the bottom barrels on the left. 

moRi 

Get off the elevating platform in the frozen area and 
turn around. Snap the elevator and its controls. 

mukaipe 

In The Cave, stand in the puddle where three paths 
meet, then take a photo of your feet while facing right. 

muRaoka 

In The Dock, climb out of the water and stand with your 
back to the two barrels. Take a pic of the tunnel you 
used to get in. 

NakamuRa 

When you fight Sniper Wolf and Meryl is wounded, 
snap her blood. 


NecisHi 

In The Warehouse North, stand in the centre of the 
walkway where the guns can’t hit you. Turn to the left 












and snap the top-right corner of the water tunnel, 
where the pipes disappear. 

NisHimuRa 

In The Armoury South, snap the corpse of Baker with the 
door behind him, keeping the body to the left of the frame. 

okanma 

In your cell near the torture room, snap the corpse, 
keeping it on the extreme left of the photo. 

ONODa 

Before you tackle Revolver Ocelot in The Armoury 
South, stand opposite Baker and snap the president of 
ArmsTech, Inc keeping Ocelot out of the picture. 

sasaki 

In the Commander Room, there’s a chair and paintings. 
Take a snap with all these in the frame. 

sato 

At the top oc Communication Tower A, take a snap of 
the sattelite dish behind the knackered walkway 
destroyed by Liquid Snake. 

scott doLph 

On The Walkway, stand in the middle of it and turn left. 
Take a photo downwards, including the hand rail and a 
portion of the building opposite. 

SHICeNO 

At The Heliport, stand at the foot of the stairs and snap 
the security camera. 


SHikama 

Take a snap down the corridor just before the 
electrified floor in the Nuke Building, B2. 

SHimizu 

When you get to The Cave, find the wolf dogs and then 
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snap the tunnel you used to access this chamber. 

SHiNkawa 

When you reach the end of the Underground Passage, 
go up onto the catwalk and stand by the first pillar. Turn 
left and snap the middle pillar. 

soNoyama 

In the Medi Room, photograph the back of the torture 
machine. 


takaBe 

In The Lab, after beating the ninja stand on the ration 
and snap through the windows. 

taNaka 

In The Heliport, snap the sleeping guard without being 
caught by the security camera. 

touco 

In the second part of The Blast Furnace level, go to the 
area where you crawl for the Body Armour, but instead 
of crawling, turn around and snap the boxes of missiles. 

tovota 

In the Warehouse after you meet Vulcan Raven, snap 
the container. 


ueHaRa 

Take a snap of the back of the lift in the Nuke Building. 

v. koBayasHi 

In The Canyon, go to the two rocks, stand with your 
back to the smaller one and snap the higher one. 

yamasfflta 

As you enter Nuke Building 1, under the iron door, snap 
the nukes to your left. 












vosHimuRa 

When you leave The Heliport, go through Ventilation 
Shaft B as far as the grid. Turn towards the ration found 
at the end of the shaft and snap. 

vosHioka 

When you arrive at The Blast Furnace, move onto the 
catwalk and, with your back against the lift, take a pic 
of the opposite wall, the one with the ledge. 
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tomB RaiDeR hi secRets 


We gave you the full solution free with Issue 13, but here’s 
a guide to every secret in the game and where to find ‘em.. 

• INDia 
tHe lUNde 


Secret #1. Shotgun 

At the start, jump over the slope to your right and jump 
over the yellow rock. Crouch to find the shotgun. 

Secret #2. Shells 

Behind a tree just after the boulder trap. 

Secret #^. Shells 

In an opening to the left of the waterfall. 

Secret #a. Inside a tree 

The tree is near the spiked pit with mist rising out of it. 
Secret #s. Ammo 

After the boulder trap triggered by the switch which 
opens a gate, go back inside and find the hidden ledge. 

Secret #6. Hole 

After a monkey leads you to a boulder trap, behind some 
bushes you find a small hole. Back into it and grab the ledge 
below, before dropping and grabbing the ledge below that. 

tempLe ruins 

Secret #1. Medi-Pack 

After crawling under poisoned darts, look for a hole in 
the floor and drop in. 














Secret #2. Room of power-ups 
Find the cage and switch. Pull the block from the wall 
(before using switch), jump on it and onto a ledge. Around 
the corner is a ladder - use it to find the secret room. 

Secret fh. Various items 

In a pool, two levers activate statues that breathe fire. 
A third opens a timed door... 

Secret #4. Ammo 

Jump down the pit, walkthrough the blades and crawl 
through a tunnel. 

paNces RiveR 


Secret 1, Shells 

Before getting on the quad bike, hang down the side of 
the ramp and climb down the ladders left. After a series 
of jumps, the secret is yours. 

Secret #2. Pit 

When you reach a small pit on your ATV, use the nearby 
ladder to descend. 

Secret to. Harpoons & Save Crystal 
On your ATV, go to the large room with the hole in the 
floor and drive round it to the ramp going up. Stop and 
dismount at the top, go onto the ledge then jump and 
pull up into the crawl space. 

Secret #a. On a ledge 

Climb down the nearby ladder and from the top of the cliff 
you see the Secret along the ledge on the left. Follow the 
top ledge and do a running leap across the chasm to the 
next. Do a running jump to the next slope followed by 
_ another jump and a grab and pull yourself up and crawl in. 
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Secret# 1 ;. A crack 

When three vultures attack, some ammo is on the 
ledge and you should also spot a crack holding the 
secret too. 


caves of kaLiya 


None 


• London 
tHames wHaRf 


Secret #1, Goodies 

After the sloped roof, walk through the barbed wire and 
kill the rats. 

Secret #2. Chamber 

After the crow, there’s a ledge above the green door. On 
it are two crawl spaces - the second is a secret. 

Secret #3. Rocket 

After picking up some ammo, slide down the nearby 
slope and drop to the ledge. Drop again to find the 
rocket. 

Secret #4. Medi-Pack 

When you get to the sniper in the cathedral dome, find 
and move a movable block and use it to get to the 
ledge above. You find a Medi-Pack. Jump over to the 
far slope for the Cathedral Key, used in the secret 
bonus level. 

Secret #s. Large Medi-Pack 

Near the end, just after Secret Four, go through a break 
in the fence and follow the path. 












aLpwycH 


Secret #1. Hidden ledge 

Do a safety drop into the drill room and jump sideways 
to the left as the floor falls away. Slide then jump and 
grab to hang onto the ledge and shimmy right to dodge 
a blade. Drop and grab the edge of the slope and pull 
up and do a backflip with a twist to face and grab the 
opposite ledge. Safety drop to the next ledge to 
uncover the secret. 

Secret #2. Goodies 

Blast open the grating near the mudslide for power- 
ups. 

Secret #^. A door 

In the room with the black and white floor tiles in the 
station, use the Ornate Star on the door to trigger the 
third secret. 

Secret #a. Goodies 

After using the Masonic Mallet to open the door, shoot 
the guard and search around in the dark for goodies 
and the secret chime. 

Secret #s. Goodies 

Follow the guy with the torch down the hall, kill the two 
guys and flick the switches in the small room. This 
opens the final secret in the red room. Go back there 
and find a new door. 


Lud’s cate 

Secret #1. Dark area: 

After the room with two pools and the barbed wire, pull 
up as the crack widens for the first secret. 
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Secret #2. Ledge 

After climbing the mesh and reaching the green gate 
(it’s below you), do a twisting backwards jump to the 
ledge behind you. Do the same again to reach the 
ladder then climb up and drop, grabbing the ledge. 
Climb onto it for the secret. 

Secret fh, Save Crystal 

After the small ledge with a Medi-Pack, jump to the 
nearby pillar and do a running jump to grab the edge of 
the slope. Pull up and slide then jump to the ledge for a 
Save Crystal. 

Secret #4. Upper passage 

Find the movable boxes above the red doorway. Use 
one of the boxes to get into the upper passage. 

Secret #s. Items 

Find the large underwater area. There’s air around a 
right turn and a room with a switch below. Next to this 
room is a small alcove with items - this is the secret. 

Secret # 6 . Items 

Again this one’s under water. Kill the frogman quickly or 
he closes it off, then take the underwater tunnel right 
to a large area filled with goodies. 

tHe city 


Secret #1. Goodies 

Look away from Sophia to spot a metal box. Look over 
the edge to see the secret - back off and hang from the 
wall then drop and grab the next ledge. Pull up into the 
alcove for the items. 
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» Nevapa 
NevaDa DeseRt 


Secret #1. Items 

After pushing a movable block to find ammo, after the 
two running jumps, hang and fail avoiding the barb 
wire below. Kill the snakes and take the items. 

Secret #2. Items 

After crossing the canyon, climb down and down the 
ladder. Drop from the ladder and grab the crack 
immediately, moving right to the ledge and the items. 

Secret # 1 . Ladder 

Find the cave with the waterwheel, then kill the snake 
under the boulder to the left. Crawl under the rock 
opposite and then climb the ladder for the secret. 

HIGH secuRitv COmPOUND 

Secret #1. Medi-Pack 

Push a box to find a crawl space. Crawl in and push the 
next box, then push the previous box back down the 
passage. Pull the second box twice then crawl back 
through to where you originally pushed the second box 
get the Medi-Pack. 

Secret #2. Grenade Launcher 
From the main floor with the big dish, go into the hall 
where you avoided the guard and kill him. Using his 
security pass, open the door at the end of the hallway and 
go through for the grenade launcher. 













aRea 51 


Secret #1. Small gap 

After flicking a switch to open a trapdoor and killing the 
guard, go through the gate and crawl into the small gap 
to trigger the secret chime. 

Secret #2. Save Crystal 

Just after you get the Hangar Access Key, drop onto a 
platform at the other end of the ledge and blast the grating. 

Secret # 1 . Save Crystal 

In the area with the flying saucer, climb into the rafters and 
do a running jump from the walkway to grab the door 
opposite. Inside is the save gem. 

0 soutH pacific isLaNDS 

coastaL viLLace 

Note - although this stage claims three secrets, it’s 
possible to get four by backtracking at a certain point 
and collecting a secret from each of the two unique 
paths through the level. 

Secret #i. MPr Ammo 

Collect the Smuggler’s Key, move onto the beach for a 
Medi-Pack and, in the cliffs, do a running jump over the 
slope. Grab and shimmy right until you can climb onto a 
ledge. A running jump, grabbing the distant platform, 
takes you to the MP5 ammo. 

Secret #2A, Chute 

On another rope bridge, go to the large room keeping 
out of the light. Find the switch and turn off the dart 
trap, then you reach the chute and Secret #3A. From 











here, use the chute and continue or backtrack to the 
rope bridge and get Secret #2B. 

Secret #2B. Ammo 

On the rope bridge, do a running jump to grab the 
overhanging branch and shimmy along it to get the 
Serpent Stone #1. A ledge hidden by leaves holds the 
ammo. 

Secret #^B. Cave 

Light a flare between the dark huts in the village to find 
a hidden cave. 


CRasH site 


Secret #i, Small area 

Just before leaving the swamp, turn left and jump to 
grab a ledge - you reach a small area. 

Secret #2. Branch 

Before you jump into the stream, jump up onto the high 
branch above you and walk along it. 

Secret fh. Medi-Pack 

Where the Tyrannosaurus Rex fights the three Raptors, 
stand with your back to the battle and grab a tree limb 
from a ledge below. 

maDUBU coRce 


Secret #1. Ammo 

Through the sealed door, look behind the waterfall. 
Secret #2. Shac 

Just before the kayak, make your way to the shack. 
Search it for the secret. 
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Secret fh. Save Crystal 

Paddle your kayak through the bright blue waterfall. 


tempLe of puNa 

Secret #1. Opening 

On the stairs, when the staircase changes direction, 
jump for the high opening. Shimmy left to get into it. 

• aNtaRCtica 

aNtaRCtica 


Secret #1. Items 

At the rear of the ship, head right on the deck and look 
for an overhead opening. 

Secret #2. a Medi-Pack 

Leave the dingy and light a flare. Do a sliding jump to 
grab the ledge and enter the crawl space. Go right for 
the Medi-Pack. 

Secret fh. Flares 

After using the dingy again, follow the water until you 
get to a landing with a hidden alcove under the water. 
Inside is the Hut Key. Take this back to the hut near the 
big ship for flares. 

RX-tecH miNes 


Secret #1. Items 

The first secret is in a small room behind the control room. 
Secret #2. Items 

Return to the area where you found the first secret after 
winning the Lead Acid Battery to find another door has 
opened. 














Secret #^. Chas 

Ignore the guy with the flame thrower, then move into the 
chasm, jumping from ledge to ledge. At the end is a secret. 

Lost City of tINNOS 

Secret #1. Items 

After the Save Crystal, climb the ledges and jump over 
to the bridge - invisible ledges lead to the wasps’ nest. 
Do a running jump to get inside and win the first secret 
of the level. 

Secret #2, Save Crystal 

Cross the bridge, jump off to the right and get inside 
the door at the bottom before it shuts. 

Secret fta. Block 

Towards the end of the level, return to the room with 
the swinging coals and find a block to run and climb 
onto for a secret. 

meteoRite caveRN 


None 


» bonus LeveL - aLL HaLLows 

This level is only accessible if you win every secret in 
the game - all 59 of them! 

Climb the metal ledges and make your way to the 
construct in the centre. On the slope, do a running 
jump and get the flares. Jump to the platform in the 
middle and swing over the cathedral ceiling and drop. 
Lara is badly injured here, and dies if she isn’t on full 
health when she falls. Good job there’s a Medi-Pack on 
the floor near where you land. 
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Move onto the purple platform and grab the flares. 
Proceed onto the walkway above the bookshelf, and 
use the switch in the alcove, jump down onto the floor, 
then climb and jump onto the central construct. With a 
running jump, grab the ledge then shimmy left and flick 
the switch in the alcove above. At ground level, a hall 
opens. Head into it. 

As you run along the hall, the floor crumbles beneath 
you - be quick. Flick the switch at the end and monkey 
swing back. Go back to the bookcase and get on the 
ledge - swing left, drop and grab and climb into the 
small area. Climb past the cable and at the alcove at 
the top, get the Vault Key. Ride the slide, dropping off 
as you enter the lit area. 

Once more, pull yourself into the area above the pillar 
and hang over the other side - you see a door. Monkey 
swing to it and drop into the water when you’re set 
alight. Swim past the piston and push the button found 
beyond it. There’s a much-needed Medi-Pack to the 
right, on a ledge. 

Climb up onto the ladder, go up and do a rapid roll. A 
trapdoor opens - don’t fall through it. Jump over the 
now-open trapdoor, then use the key to open the vault 
beyond. Shoot out the grates then take a dip. Swim 
along, then when you resurface draw your weapons for 
the guard and his mutt - these are the only two 
enemies in the bonus level. Explore the area, and 
you’ve completed the bonus stage. Well done! 
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